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GETTING STARTED 


Welcome to the world of Star Ocean: Till the End of Time (SO:TTEOT)! If this is the first Star Ocean game you've ever played, then you're in for a treat! If you're a fan of Tri-Ace and count Star Ocean: The Second 


AN INTRODUCTION TO THE GAME'S BASICS 


Star Ocean: Till the End of Time is a classic RPG with modern, science fiction themes and some cool 
features. This chapter deals with the basics of playing the game and is divided into two halves. The 
first part deals mainly with standard game operation, while the second half prepares you for battle. 


STARTING OFF: 
CHOOSING THE 

RIGHT DIFFICULTY LEVEL 
Before you start playing, you must select a 
difficulty level. The first time you play through 
the game, your choices are limited to Earth 
level (Easy) and Galaxy level (Normal). There 
are two other difficulty levels that you can 
unlock by collecting Battle Trophies as you 
play through the game the first time. They are 
Universe level (Hard) and 4D level (Very 
Hard). The main difference between the diff is unlocked. However, you must stort 
culty levels revolves around the HP and MP o new gome to use the new mode. 
levels of the monsters. The following table provides the basic multiples used between the levels. (For 
the exact multiples used to strengthen a specific enemy unit, refer to Chapter Nine, the “Bestiary.” 


ENEMY DIFFERENCE BETWEEN DIFFICULTY LEVELS 


Collecting Battle Trophies is the only 
way to unlock the higher difficulty 
levels. After meeting these require- 
ments (see Chapter 6 for more 
information],-the new difficulty level 


Earth x0.7 
Universe 1S 
40 1.8 


The storyline and the playable characters remain the same regardless of the level you select. The only 
other difference is that on the Earth level, you can’t collect Battle Trophies. Without Battle Trophies, 
you can’t unlock the other modes. This makes Galaxy mode the best choice for the first playthrough, 
if you want to play on the other difficulty levels. 


THE MAIN CAMP MENU 
You can perform a large number of the major management tasks from the Main Menu. You can do 
things like setting your characters’ Battle Skills and allotting Status points, to equipping your charac- 
ters and checking their stats, among other things. 


Collecting Battle Trophies is the only way to unlock the higher difficulty levels. 
After meeting these requirements [see Chopter Six for more information), the 
new difficulty level is unlocked. However, you must start o new game to use the 
new mode 4 


tory and Valkyrie Profile as two of your favorite games, then you should have an idea of the fun that lies! Regardless, sit back and enjoy the ride! 


Symbology 


Skill Setup 


Equipment 


Stotus 


Config 


Tactics 


Dictionary 


Invention Info 


Card 


This is where you monoge your characters’ Symbological 
spells. You con use ony recovery-type spells highlighted in 
white, or turn on or off any of the choracters’ known spells. 
When you turn off a spell, the owner of that spell con't use 
it in bottle. This is good to do if you're trying to get o char- 
octer to level up o specific spell, or if you're about to enter 
o bottle where the use of certain spells would be ineffective 
due to the enemy's elemental resistonces. 


This 1s where you set up your characters’ Skill sets. Under 
the Battle Skills option, you can determine which Battle Skills 
and Support Skills you wont your characters to use in bat- 
tle. The number of Bottle/Support skills you can set is deter- 
mined by the number of CP your charocter has available. The 
moximum number for all playable characters is 15, which is 
enough to equip some skills, but not all of them. As your 
chorocter grows in experience ond /eorns more powerful 
attacks [which cost more CP to set], you'll be faced with 
tough decisions when setting up your character's skill sets. 
You can also configure your character's Tocticol Skills and 
assign Skill Points earned in bottle from this screen. 


Select the Items option to view, use, or equip any of the items 
currently in your inventory, Items are automatically divided 
into nine categories, based on their function in the game. The 
“New Items!!!" category is essentially a list of all the recent- 
ly gothered items. 


This option enables you to view and change your characters’ 
current equipment. You can manually switch out their equip- 
ment or press the Triangle button to hove it done outomaticol- 
ly. Note, however, thot occessories must be equipped manually. 


Select this option to view your chorocter’s current stots. This 
screen lists oll of the character's personal information (stats, 
equipment, and Bottle Skills set-up). You con also change a 
character's battle costume once you collect enough Battle 
Trophies to unlock that mode. To use the “Color Twins" function, 
press the Triangle button until you find the costume you prefer. 
This feature is also only available by unlocking Battle Trophies. 


The configuration screen is where you con reset the system 
settings ond customize them to suit your needs. 


This 1s where you con customize your characters’ tactics in 
battle, which offects their behavior in bottle when controlled 
by the computer. Under the Replace menu, you can switch 
chorocters in and out of the octive bottle party. During the 
gome, you have eight slots thot will eventually be filled with 
porty members. Until all of the slots ore filled, you con cre- 
ate o battle porty comprised of less thon the recommended 
three players; do this at your own risk, however. Finally, the 
Formation screen lets you determine which of I0 bottle for- 
mations you wont your bottle party to use. You can also set 
the porty’s leader on this screen. The chorocter set os the 
“leader” is, by default, the character who the player con- 
trols ot the stort of a bottle. If you have o chorocter pref- 
erence, set him or her os the porty’s leader. 


This 1s a collection of articles that provide background 
information about the story's locations, people, organiza- 
tions, and so on. If you have o question about o chorocter or 
location, look it up in the dictionary! 


This option appears once you register with the Croftsmen's 
Guild in the town of Peterny. For more information about this 
module, please refer to Chapter Six, “Item Creation.” 


This 1s where you save or load o game. You can load or reload 
at ony point in the gome where you con occess the Main Menu. 
Saving, however, is done ot specific save points found 
throughout the game's environments. 


PRIVATE ACTIONS 
The first thing that you need to understand is that $0:TTEOT has a certain psychological bend to it. 
This is brought to life in the game's Private Actions (PA). A Private Action is a brief scene with other 
members of your party or an NPC who helps determine the type of person your character will be. Your 
actions, or even just participation, in a PA affects how your party members feel about you. A typical 
PA provides a scenario to see how you'll respond. For example, while in Sophia's room at the Grantier 
Resort Hotel, does Fayt snoop around in the trashcans to check on Sophia’s junk food binging, or will 
he not even bother? Later on, does he squash a young girl’s dreams of stardom, or does he play along 


with her delusions because he’s a nice guy? 


So whot kind of o person ore you exactly? 


Sometimes, Private Actions are integrated into main events to test you—the gamer—personally. Are 
you the type of person who reads an instruction manual when faced with o totally unfamiliar battle 
simulator, or are you daring enough to jump in with both feet? 


The end result determines what happens to Fayt at the end of the game. Does he end up with the girl 
of his (or your) dreams, or is stuck by himself? You con control what happens by the responses you 
provide during a Private Action. For a complete list of the Private Actions in the game, referto Chapter 
Five, “Private Actions.” 


ITEM CREATION 


One of the things that’s always made Star 
Ocean games unique is the Item Creation sys- 
tem. As the name suggests, this system 
enobles you to create your own items. But 
Hem Creation is actually a bit more complicat- 
ed than in previous games. This time around, 
in addition to simple creation, items have fac- 
tors associated with them that can be 
enhanced and ultimately forged onto a 


To octiyote the Item Creation sys- 
tem, talk to Welch Vineyard in the 
Craftsmen’s Guild in Peterny. 


weapon. This allows you to create more pow- 
erful armor (simply by duplicating any existing factors), amazing accessories (by duplicating and/or 
improving existing factors), and ultimate weapons (by synthesizing refined accessories and other 
items to your weapon's:empty factor slots). 


To make things more interesting, there are inventors who you can hire to work for you. These people 
have the ability and talent to create items that your party members might not be able to create. In 
addition, your alliance with the Craftsmen’s Guild enables you to patent items and sell them in stores, 
thus earning small residuals when things sell well. To learn more about the wonders of Item Creation, 
refer to Chapter Seven, “Item Creation,” 


BATTLE TROPHIES 


Near the start of the game, you have the 
opportunity to activate the Battle Trophies 
module. This starts a collection frenzy that 
doesn’t end until you've finished the game on 
all three of the “real” difficulty levels (Galaxy, 
Universe, and 4D) and even then may contin- 


ue based on how strong your desire is to pick 
up all 300 Trophies. Battle Trophies (BT) are 


Winning Battle Trophies provides a . vel 
awarded when you meet certain conditions. 


good sense of accomplishment. Some 
may seem minor and easy to attain 
while others toke a lot of planning 
and skull. 


The majority of the BTs involve meeting condi- 
tions during boss battles. Chapter Six, “Mini- 
Games & Sub-Quests” covers all 300 Battle 
Trophies in the game. The rewards for gathering certain numbers of trophies are kind of cool, too. For 
example, you can unlock the higher difficulty levels and activate the Color Twins feature of the game, 
along with other cool stuff. 


MINI-GAMES AND SUB-EVENTS 


Although you won't access the bulk of the 
mini-games until near the end of the game, 


there are plenty of things going on parallel to 
the storyline. You can help two direction- 
challenged merchants find their way to Kirlsa, 
or you can figure out how to repair an old 
mechanical soldier from an ancient war. In 


addition, you can try your hand at matchmak- 
ing and help the King of Airyglyph find a wife. 
In the town of Gemity, there are three big 


It's really easy to forget about the 
storyline-related quests when 
you're in Gemity! 


mini-games to learn about. They range from 
the perplexing Bunny Races to the cerebral 
Runic Chess and the challenging Fighting Arena. 


THE RING OF DISINTEGRATION 


This is a strange item that plays a large role in the sec- 
ond half of the game. Basically, the Ring of Disintegration 
enables you to vaporize certain obstacles in a dungeon, 
whether they are large blocks of ice, the rubble from 
rockslides, or some 
other form of hazardous 


decay. The is great for 


CHARACTERS 
finding hidden treasure 

sr ——— 
chests or just solving 
puzzles in a dungeon. WALKTHROUGH 

a — 


An interesting use of 
BONUS DUNGEONS 
the Ring of Disintegration is for knocking treasure chests 


off stacks of blocks. To accomplish this feat, you must dis- 


integrate the block most likely to cause the stack to top- 


ple over and physically knock the chest to the floor. 


You get the Ring of Disintegration from Vanilla in the Urssa 
Lava Cave as part of the Crossel quest. Unlike the two 
other Disintegration items, this item can be used in any 


dungeon and on any disintegratable item. 


Furthermore, the Ring can be used tn a strange mini-game. 
When Vanilla hands it over, he explains that the ring has 
charges on it so that when you start disintegrating items, 
you can actually make them part of a chain. The more items 
you make vanish, the higher the chain and the greater 


chance you'll win something nice. Mind you the goodies are 


PRIVATE ACTIONS 


a 
MINI-GAMES AND 
SUB-QUESTS 
ss 


ITEM CREATION 


ITEMS 
AND EQUIPMENT 
——————=<—<_——— 


BESTIARY 


different types of Item Creation [IC] materials, but they 
will come in handy. You receive more common items [like 


Cooking Ingredients] for low numbered chains, and rarer 


materials [like Synthesis Materials] for chains of 40 or 


higher. 


To recharge the Aing of 
Disintegration, look for 
one of the Retail Rabbits 
at a nearby Inn. These 
little guys appear in 
every Inn in the game [or 
very close by] once you 
obtain the Aing of 
Disintegration from Vanilla. 


ENEMY ENCOUNTERS 


Unlike many RPGs, the enemies in this game 
appear on the field, so you can initiate battles 
or dodge them. Sometimes, however, you can- 
not escape from an aggressive enemy and you 
are forced into battle. There are four different 
types of battle encounters based on who initi- 
ates the conflict and under what circum- 


stances. 


Ina Normal battle, your party is the aggressor and enters the battle with full Fury gauges, ready to 
attack. Obviously, when you're encountering enemies for the first time, this is the type of battle you 
want to get into, because it gives you the 


advantage—at least for a while. 4 
BONUS BATTLE 


An Ambush battle is one of three types that 
occur when the enemy is the aggressor. In an 
Ambush attack, extra forces appear in battle 
as a surprise. To make things more interesting, 
you start the battle with an empty Fury gauge. 


Rear attacks occur when the enemy catches 
you off guard and from behind. You start the 
battle with your back to the enemy and with 
an empty Fury gauge. Before you can attack, 
you must recharge your Fury gauge, then 
dash into the battle. This type of attack puts 
you at a severe disadvantage against power- 


BONUS GATTLE 


Rear attack! 


ful enemies. 


The final type of attack is the Surrounded 
attack. Unless you're using the Escape forma- 
tion, your party starts this battle surrounded 
by the enemy on all sides with an empty Fury 


gauge. 


Unlike other RPGs, death occurs when the 
opponent runs out of HP or MP. This is a great 
addition, because it gives you options on modes of death. Sometimes it’s easier to MP-kill a monster 
thon HP-kill it. But for those who are concerned about self-MP/HP kills, take heart. The game is set 
up so that if you don’t have enough MP or HP to perform an attack, it won't let you. The only way 
you can MP-kill yourself is if you let your MP get too low when fighting an enemy that deals out MP 


damage! 


STRONG VS. WEAK ATTACKS 

Your characters can perform either weak or strong attacks, A weak attack is quick and easy to pull 
off, but equally as easy to guard against if the enemy has 100% Fury. In addition, if the enemy has 
its Anti-Attock Aura turned on, then it is activated along with their Guard, possibly causing damage to 
you. 


Strong attacks take longer to produce, but are 
guaranteed to perform a Guard Break, smash- 
ing through an enemy's Guard. They also tend 
to inflict more damage. You can tell when an 
enemy is about to produce a strong attack due 
to the purple aura surrounding it. 


The same principles apply to any Battle Skills 


Look for the purple hoze when 
deciding whether to dodge or guard 


you have set to the weak and strong attack 
buttons. The exception to this rule is the 
Symbological spell. All spells, including those set as weak Battle Skills (an option unique to both Adray 
and Sophia), can perform Guard Breaks as if they were a strong attack. Another exception is when 
you use a weak attack against a dizzied enemy. In this situation, the weak attack produces a Guard 
Break. Some enemies even lack the ability to Guard! 


ANTI-ATTACK AURAS 

When someone's Guard is broken, there is a chance that it will produce an Anti-Attack Aura in return. 
An Anti-Attack Aura (AAA) is a type of defense that you must activate through the Tactical Skills menu 
in battle or under Skill Setup on the Camp Menu. There are seven different types of AAAs that you can 
acquire from different textbooks and accessories. Their effects run the gamut from simply knocking 
the triggering enemy out, to inflicting damage, or healing the user. 


ANTI-ATTACK AURAS 


aa EPEBET OBTRIN 
Standard Stun (100%) Beat-Up Textbook 
Ring Wave Damage Dilapidated Textbook 


Homing Damage Neglected Textbook 


a Worn-Out Textbook 
Regeneration HP/MP recovery Blemished Textbook 


Star Guerd Damage Star Guard [must be equipped to use 


THE FURY GAUGE 
The Fury gauge is vital for performing almost 
any kind of action during battle. When attack- 
ing, the type of attack used reduces the gauge 
by a certain number of points. Obviously, the 
stronger the attack, the more Fury it requires. 
The state of your character's Fury gauge also 
has an effect on the success of any spells you 
attempt to cast. The lower the Fury amount, 


Wide Area Homing 


9 Damege 


The Standard Anti-Aura Attack is 
effective becouse it alwoys stuns 
the enemy who triggers it 


the greater the chance of failure. When your 
character's Fury runs out, try to get out of 
harm's way while you wait for the gauge to refill. Support skills like Max Fury come in handy during 
battles in which Fury consumption is high. 


Moreover, certain enemy attacks and your 
defenses against them drain Fury. A Guard 
Break takes 50% of the gauge and being 
dizzied takes 100%, while Guarding an attack 
tokes 30%. If you move when the gauge is 
100%, it drops one percentage point to 99%, 
The best way to recover Fury is to stay in one 
place for a short period of time. You also 


Keep on eye on your character's 
Fury gauge during on intense battle. 
If it runs out, you'll be dead in the 
woter! 


recover 30% each time an enemy unit is slain. 


FURY’S SAVING GRACI 

There are times in which the Fury gauge may save a character from death, leaving him or her with a 
single HP or MP. When this occurs, the word Fury flashes on-screen so quickly heal that character. 
Obviously, the more Fury points a character has when his or her life is jeopardized, the more likely 
he or she is to be saved. However, the chances of success are rare unless you have a factor on an item 
that increases the chance. 


THE BONUS BATTLE GAUGE 


The Bonus Battle Gauge is located on the right side of the battle screen. As long as the rate on the 


bottom-left of this gauge is not at 0%, the gauge will increase with each hit you land upon an enemy. 
Each attack increases the point total in the gauge by the following amount: Current Rate (x%) x 128. 
The higher the rate, the stronger the enemies are in comparison to your party. The rate decreases by 
10% every three seconds after the battle starts. When the gauge posses 6400 points, a Bonus Battle 


begins. 


These battles are aptly named because the EXP Fol, Items, and/or Recovery bonuses are provided at 
the end of each Bonus Battle. As long as you don’t do something that ends the Bonus Battle, it con- 
finves on and on. At the end of every five battles, another bonus is added to the list. To get all four 
bonuses, you need to keep the chain going for 20 or more battles. You can affect the first type of 
bonus by the type of attack used to fill the last bit of the gauge. 


—IYPE OF ATTACK 
Strong Attack Double Fol 
Symbology Increased Change for Item 


The Bonus Battle Gauge breaks and returns to 0 (zero) if one of the following happens to the char- 
acter you control: takes a Critical Hit, is incapacitated, or if you escape from battle. The Bonus Battle 
Gauge is reset when you reload a game. 


ALL ABOUT DAMAGE 


The basic damage of a normal attack or Battle Skill is determined by the ATK stat of the attacker, the 


DEF stat of the target, and the damage multiplier of the attack used. When Angry, the damage the 
attacker inflicts is doubled. The amount of damage inflicted is also affected by the elemental rela- 
tionship (if any) between the attack and the target. 


The basic damage of a Symbological spell is determined by the INT stat of the attacker and the dam- 
age multiplier of the spell used. As with Battle Skills and physical attacks, the amount of damage 
inflicted is also affected by the elemental relationship (if any) between the attack and the target. 
Symbology damage does not increase when Angry. 


HOW A PARTY MEMBER BECOMES ANGRY 

Ifa party member is defeated during battle, there is a chance that remaining party members will 
become Angry. The probability of this occurring depends upon their relationship with the defeated 
chorocter. This is another reason why you need to be careful when taking part in the Private Actions. 


THE IMPORTANCE OF HIT AND AGI 

The most important factors when determining whether or not an attack will hit are the HIT stat of the 
attacker and the AGL of the target. The higher the HIT and the lower the AGL, the more likely it is that 
an attack will succeed. There are some exceptions though. If the target has his back to the attacker 
when hit, the attack will always land. The same holds true if the target's Guard activates and the 
aifacker uses a Strong attack. Keep in mind that Symbological spells always hit any target in their 
ored of effect. 


USING BATTLE SKILLS 


Battle Skills are unique attacks that have the ability to produce insane amounts of damage in return 


for some of the user's HP or MP. To use a Battle Skill, set it up through Skill Setup on the Camp Menu. 
Upon doing so, you can use it at any time on the battlefield as long as you meet the HP/MP/Fury 
requirements. 


In general, Battle Skills couse more damage when set as a Strong skill rather than a Weak one. 
However, the cost of the skill rises sharply when set to the Strong slots. Until you have enough HP (or 
MP) to handle the costs, consider keeping your Battle Skills set to the Weak slots. 


CANCEL BONUSES 


During certain attacks, it’s possible to input the command for another attack, cutting the current attack 
short and adding the second attack on the end. This technique, called Canceling, enables you to per- 
form a combination of attacks in close succession. 


The basics of Canceling are simple to remember and understand. Basically, you start with a weak 
attack and cancel it with a weak Battle Skill, followed by a strong Battle Skill and so on. However, you 
will find that some characters can get away with skipping the first weak attack and go right into chain- 
ing weak Batlle Skills and strong Battle Skills. 


When Canceling Battle Skills, a “Cancel Bonus” is awarded according to the number of times you suc- 
cessfully cancel a skill, which can result in massive damage. Plan your strategies to make the most of 
this. Of course, if you don’t have the required HP MP or Fury points, then you can’t perform the Cancel 
Bonus or have it last as long. Before starting a Cancel Bonus sequence, make sure your Fury gauge | 
is full and your MP and HP are in good shape. 
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USING SYMBOLOGY 


With the exception of Adray and Sophia, who can set some of their spells as Battle Skills, you must 
select most characters’ spells from the Symbology option on the Battle Camp Menu. Since you don’t 
have to set them beforehand, spells provide greater flexibility in battle, allowing you to respond as 
the situation changes. Additionally, Symbology spells cannot be protected against. 


However, spells take time to cast so they can be interrupted if you aren't far enough away from the 
heat of the battle. The time it takes to cast a spell is fixed for each character. You can reduce the cast- 
ing time required with the Support Skill, Quick Symbol, or items like Rapid Invocation. 


GETTING STARTED 
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INCREASING ABILITIES THROUGH EXPERIENCE 


The only way to increase a character's proficiency with Battle Skills or Symbological Spells is through 


use. The more often you use a skill or spell, the faster it levels up. High-level skills and spells can often 
inflict more damage or have a higher rate of success. Battle Skills level up each time the skill is used. 
Spells level up each time the name of the spell appears on-screen. Skills like Stun or Loot Item level 
up each time the effect is triggered. 


USING ITEMS IN BATTLE 


There will be times during a fight when you need to use an item. Items have the added benefit that 


you can use them from any point on the battlefield on any ally—or enemy—regardless of how far 
or near. Plus, items take effect immediately. So if you use a healing potion right as an enemy is about 
to strike, its effects are counted before you get hit. The downside is that once you've used one, you 
must wait for a few seconds before you can use another one. Furthermore, you can’t use an item if 
you're in the middle of an attack or rushing across the field about to start one. 


When using bomb items in battle, there are several things to keep in mind. First, watch the effects of 
the bombs. Some of them distinguish between enemies and allies, while others don’t. If you are forced 


to use a bomb that can wound allies, move all of your party members out of the blast radius. 


Fairs 

Freya 

ENEMY 
WP 28855 HP 30725 HP 23405 


MP_ 12688 MP 4227 ye MP 6978 
URY FURY FUR 


93.5) 84% re 43% 


Different bombs have different blast ranges ond different effects. Keep this in 
mind when creating or buying them 


Many bombs can stun their targets. Use this to your advantage to keep powerful enemies from using 
their strongest attacks. It also helps when you're facing swift enemies that are tough to corner and 
attack. 


THE END OF THE BATTLE 
The battle ends when there are no units left on 
one of the two sides. If you are defeated, the 
screen fades to black and it’s Game Over! If 
your enemies are defeated, EXP points are 
divided amongst the surviving participants, Fol 


is acquired, and your characters recover a por- 
tion of their HP/MP. If a character earns 
enough EXP points to increase a level, Skill 


7 : At the end of o successful battle, 
Points and new Skills/Spells are awarded at the character who delivered the 


this time. In addition, if you win a Battle final blow gets to fiash his or her 
victory pose! 


Trophy, it is saved to your memory card. 


la 


tu, [Level Learned) 


Type 


cP 


LuP (Level-Up Pottern) 


CT (Costing Time) 


R BATT 


I 


y AND SP 


7 all you need to know about the player characters and their various physical attacks, battle skills, and Symbological/Runological spells. 


is is indicates what skils and spells the characte learns and ot what level or under what circumstance. 


The level at which this spell or Battle Skill ts 
learned by the character. If the skill is acquired 
through use of an item, that is noted too. 


Denotes the type of skill: 8 = Battle; S = Support; 
T = Tactical; and M = Spell 


CP required to set the spell or skill on a character's 
Battle Skills roster under Skill Setup. 


The pattern thot the skill or spell follows when 
leveling up. Refer to the table to the right for 
more details, 


The length of time it tokes to cost the spell 
(indicated in seconds). 


’ 


i 


ax 


LEVELING-UP PATTERNS FOR BATTLE SKILLS AND SPELLS 


‘ READING THE CHARACTER INFORMATION 
is given in voriety of formats for each character. The legends below explain how to read each table. 


» BX READING THE CHARACTER INFORMATION 
iven in a var ty of formats for each character. The legends below explain how to read each table. 


BATTLE SKILL TABLE 
With the exception of Sophia's Meteor Swarm, the strength of all Battle Skills are based on the char- 
acter’s ATK stat. Sophia's Meteor Swarm is treated like a spell, so its strength is based on her INT stat. 


. bout soch of the chorster’s basic physical attacks. These are 
t do not cost HP or MP to use. 


* Attack Description 


Since basic attacks don't have names, this sec- 
tion describes the attacks in terms of range, 
strength, and type. Basic physical attacks are 
Long, Mid, or Short in range, Strong [Circle but- 


Element 


Designates whether or not the battle skill has an 
elemental attribute. The elements ore F = Fire; 
E = Earth; W = Water; and A = Wind. 


GETTING STARTED 


dn) or Heck I bckttan) sn aiviencih @ iit. The number of hits the attack may land. If the 
: | number of hits varies, the symbol “n” is used. — 
HP/MP Domage Explains how HP or MP damage is inflicted. The 
simple multiple “I.00" indicates that the damage 1s s Down This indicates whether or not the attack is capable WALKTHROUGH 
calculated using the straight “(Choracter ATK - of knocking down the opponent. H = high probabili- 
Enemy DEF) X multiple” formula ty; L = low probobility; and x = does not down the as 
opponent. \ 
Fury Cost The number of Fury points required to perform BONUS DUNGEONS 
on attack & Range The recommended range setting for the attack. 
Additional Effects Lists ony additional effects associated with the - Strong/Weak Position The strength and cost of the attack 1s bosed on 


attack, like status anomalies and Fury Orain. 


whether you set it to the Weok position [X but- 


PRIVATE ACTIONS 


ton) or the Strong position [Circle button). —=— 
Down Indicates whether or not the attack is capable of MINI-GAMES AND 
knocking the opponent down. H = high probability; ca Fury Cost The number of Fury points required to perform SUB-QUESTS 
L = low probability; ond X = does not down the | the attack. —— 
opponent. * HP/MP Cost The number of HP or MP needed to use the Bottle 
- | Sk ITEM CREATION 
wl. 

* HP/MP Damage Explains how HP or MP daomoge is inflicted. The —— 
simple multiple “1.00” indicates that the damage is ITEMS 
calculated using the straight “[Choracter ATK - AND EQUIPMENT 
Enemy DEF) X multiple” formula. in more complex 
formulae, “6” refers to the character's ATK stat, BESTIARY 


“6” refers to the Skill's Level and “n” refers to 
the number of attocks. When referring to the 
power of a spell used as a Battle Skill, the “a” 
refers to the caster's INT stat. 


Blade of F 1B L4it | ~ 945 |StoneRoin S| M |-le| 47 | 
i es Piel = 
CHARACTERS CS a es 2 
4 | 
6 | Blazing Sword Pe ata] — Jt itm] Ethereal Blast 
FAYT LEINGOO (lll It a Cor? Sa 
i Gil Hin HP Eae 
P EST 14 _| Tount T |-|- 
SOPHIA ESTEED 151 Sidekick 7 a ae 
16 | Lightning Blast M | - 2 en 
SC a ee No Guard s [5 =r 
Cliff Fittir 17_| Stun B{2/j | - § item| 
20_| Kee Blode 84 oe 
—_ 
22 _| Increase HP Damage BI4] i 
Maria Traydor 23 | Increase MP Damage BOI4 
25 | Shotgun Blast B4ij | — Ff item| 
——————_ [30 J ightning Blade B [6d | 
32_| Fear B ! 
Nel Zelpher ol bec Fae aE rma IE- ; m 
eee ~ FRYT'S BASIC ATTACKS 
I ATTACK DESC. HP DAMAGE § MPDAMAGE FURYCOST ADD. EFFECTS | DOWN 
Ss 


Peppite Rossetti 


SS SS 


FAYT'S BATTLE SKILLS, SUPPORT SKILLS, AND SPELLS 


a: NAME 


SW, Chain attack #1 
SW, Chain attack #2 
LW, Chain attack #1 


TYPE CP LWP OT lV. NAME TYPE CP ivP =O 


ae Se IO UP 
Pe es Ss 
L_3__| fay bran | 1 


LW, Chain attack #2 P| Fury Drain |X 
| 5 | Fury Drain] 


Roger S. Huxley %, Chain attock #1 


$5, Chain attack #2 
SL, Ground attac 
Ea am attack 


a Ss ee 


SS] S| 2/1 S/S/S/S 
ay tisdeds 


Mirage Koas 


i= 
' 


eal 


—_——_—_————— 


Adray Lasbard 


nt NT 


rad 
S 


4 
w 


eS Pe 


13 EARTHLING 


5'9” —_— SWORDS AND SYMBOLOGY 


Fayt Leingod is a normal, ordinary college student who just happens to find himself in extremely strange circumstances. As his life is turned upside down, he manages to remain fair-minded and cheerful as 


chaos reigns around him. Fayt’s saving grace is his fantastic swordsmanship honed through years of playing virtual reality fighting games and RPGs. Well that, and his ability to make friends with almost 
everyone he meets! 


FAYT’S BATTLE SKILLS 
WEAK POSITION STRONG POSITION 


te | nite |oown|RANce| Fury | HPcost| mPcost| _HPDMG _—'| _MPDMG | 
[- | | [| WJ Shot [ge ee 
| | 1 |X | Short 
A a 


Ee 
[Divine Bde | | - | x | 


ai 
o 18 


Léthereol Blast_ [| - | 15 | x | tong {70 | 500 | 


SOPHIA’S BATTLE SKILLS, SUPPORT SKILLS, AND SPELLS 


IV. NAME TYPE CP LVP OCT LV. NAME TYPE CP LVP CT 


ee — coe | 35 [Deep Freeze | W/B16 |e | 5.3 | 


A cn Ce Ce 
Cir ea oare — was Pet 2] {60 | Lightning Strike | M/B]8 | e | 7.4 | 
[20 [Gare Condon | M[-[e | 38 Jf tem|BloodSlla [7 |7 Te | 38 | 
ga 21 [tout ET ~~ | iter] Gremlins Bote | 29 | 
[22 [charge BLATT TTT item] Meteor Swarm | 8 fioye | 
| 22 [Restoration | M [Ja [49 TT item] Southern Cross [M/B [6 |e | 5.3 | 
ECC ee 
12 [eit it 82 TT Pie ese HP Daag] BT | 
CO Oe 
25 [Power Up TM I~] 9 | 38 Ff item| Loot item | B 2b 
a a Litem| Increase MP |S [3U FY] | 
| 27 | increase HP Damage | B [4] j | ~ ff item} Lucky Stor |S [2}e] - | 
ic a | item] Quick Symbol | S31] - | 
129 [Sun B C2) | = Jf iter] Combat training | T | - | 
| 30_[ Thunder lore _[W/B14[ e | 5.3 J item] Convert Damage | T_| 
AO Cee 
| 32 | Increase MP Damoge | 8] 4) | | - am Miteee ie 


SOPHIA'S BASIC ATTACKS 
ATTACK DESC. HP DAMAGE = MP DAMAGE = FURY COST ~—_—ADD. EFFECTS DOWN 


| SW,Ground Attack | 1.00 | Fury Drain 
LMM, Ground Attock [1.00 fd 

| WW, Ground Attock | 0.50 | 0.20] Silence 
pS God ted [280x7[ Fry ran JI] 
1 SL Ground Attock | 100 {030 | 12 | Since |X 


FEMALE 108 LBS. 
1? EARTHLING 


5/3” PREFERRED WEAPON STAFF AND SYMBOLOGY 


Sophia Esteed is Fayt’s childhood friend and perhaps even his sweetheart. Her father is a close friend and research partner of Fayt’s parents and, as a result, the two families have spent a lot of time 
together. Sophia has an ongoing interest in the history of Symbology, so it shouldn't come as a surprise to anyone to learn how tolented she is at if. 


SOPHIA’S BATTLE SKILLS 
WEAK POSITION STRONG POSITION 


oe tue | Hite [oown|RaNce| Fury | HPCOST| MPcOsT| _HPDMG | _—sMPDMG | 
Pm | TX _| Short 
C—O 
[Meteor Sworm | - | nm | X_| Long |siimnann n 


GETTING STARTED 
CHARACTERS 


WALKTHROUGH 


a 


BONUS DUNGEONS 
re —— 
PRIVATE ACTIONS 


—————— 
MINI-GAMES AND 
SUB-QUESTS 
———<==_——— 


ITEM CREATION 


—_ 


ITEMS 
AND EQUIPMENT 
ed 


BESTIARY 


CHARACTERS 
Fayt Leingod 
Sophia Esteed 

CLIFF FITTIA 


MARIA TARYDOR 

Nel Zelpher 
SS 
Albel Nox 

a eee = 


Peppita Rossetti 


Roger S. Huxley 
es ree 
Mirage Koas 
— 
Adray Lasberd 


CLIFF'S BATTLE SKILLS, SUPPORT SKILLS, ‘AND SPELLS 
“IV. NAME TYPE CP VP «oCT~—sOLV.sNAME ~ TYPE CP LVP 


[4 | Sphere of Might |B [4] | [= 50 [robot tocws | ffi | 
SCC es 
O85 a ee 
ee eee 
10 [Honmer oTmigh —[-8-[3 TR | =| _item| Incease HP/MP Damage] 8 | 2 | |_| 
a Se [Increase Stamina | B |? | j | 
13 [Sun | BT | item| Loot tem |B 2b 
foment} J item] Common Atk Symbols | S| 2 | | 
LIS | Eleciric Fists |B J 6] k | — I item! Common Support Symbos| S| 2 | h_| 
OS a Ee eee 
[V7 [Berserk tT ff] If item] Max Fury tS 21 
Hate pete et 
Ma ae —T oT | item| Convert Damage __|_T_|~ | ~ | 


a 


bee aS 
[ 22 [increase MP Damage | 6 [4] j | — If item] Antidote | M [Te | 
[25 [eri Assault |B ST [= tem] Earth Glaive Tw [Te | 
bio reba —T oT | ten teeth a 
[30 [Scan tnemy | TT} | =f item! Healing 

[32 | 


ret | 
SC Lee en 
+ = - ~ 


CLIFF’S BASIC ATTACKS 
ATTACK DESC. HP DAMAGE = MPDAMAGE FURY COST —ADD. EFFECTS DOWN 


| SW, Ground Atfock 0.60 ft 
[_MW, Ground Attock [1.00 J Ory Drain XY 
| WW, Ground Attock | 1.00x2 J - } 
1 SM, Aerio Attack] 1.00x2 ft 
LSS, Ground Attock #1] 2.80 0 f= ST 
| 58, Ground Atock #2] 2.00 J 
|_MS, Ground Attock | 220 0 f= tS Fry Drain |X 
ae oe 


LS, Ground Mok SS SS Sa 
ears é Paaeoy 3 ia 


MALE 
36 
6'2" 


2l2 LBS. 
KLAUSIAN 
GAUNTLETS 


HEIGHT PREFERRED WEAPON 


Cliff is a Klausian fighter with a heart of gold. At first glance, he seems to be all brawn and little brain. However, you soon learn that he founded the anti-Federation group Quark and you really have to 
wonder... On the battlefield, Cliff is a madman with superhuman strength and endurance. 


CLIFF’S BATTLE SKILLS 
WEAK POSITION 


wits Joown ance] fury | we cost] mpcost | HPDMG | 
| rt 
Cm 
Co 
re 
ee a 


STRONG POSITION 


eee ELE 


MOARIG Te R UPPOR " 10 


Se re] 


IV. NAME TYPE CP IVP CT lv. NAME TYPE CP LVP CT 


Ce ee ee ee 
10 [Protecion ST MJT] 24 58 [NoGuord SS [STi — | 
[9 | Stondby Healing | S [1] i | - ff item| Energy Burst | B 8] i | — | 
1-9 [Aiming Device | B [2] | — ff item| Radiation Bots | B [6] | — | 
10 [Scatter Beam | BLS] i] ~ Uf item[Doin Ss B 2 - | 
121 | Power Up | M [~[g | 24 If item| Increase HP/MP Damage] B [2] i | —_| 
|_22 | Critical Hit MP PS [2] i | = Ff item] increase Stoming |B [2] i | — | 
| 22 |Chorge = =| B 4] | - @f item|Lootltem = aco 
a 


RIC ee 
| 
124 [Aeriol BL 2 | | | — Ff iter] Common Support Symbo 
126 [First Aid STN ff item] tucky Stor S 2 fe] | 
FO Ce | item| Max fury TS Tati 
[27 | increase HP Damage | B14 j | — item] Combat training [1 [~[~[ ~_ | 
ae lapels T item] Convert Damage | 
129 [Mount ~~] ff item] Cure Condition | TJ] _] 
131 [Feo BT Tf item] Antidote TM [Te [24 | 
[32 | Pulse Beast | BLA] | | ff item] Eorth Glove | M | ~fe | 21 | 
[34 [Stun TTP item| Fire Bot Pe 2 
| 38 | Crescent Locus |B LAT {| ~ f item| Healing TM [Tg | 24 | 
42 | Triple Kick BIST | | ~ ff item} ice Needles TM |-Je | 24 | 
[45 [Angel Feather | M_|~[g | 24 Tf iitem[ silence TM [-le] 24 | 
46 | Loser Blast TB LAT ra aa 
1S. Tie a 


MARIA'S BASIC ATTACKS 
ATTACK DESC. HP DAMAGE =MPDAMAGE FURY COST —ADD, EFFECTS DOWN 


| SW, Ground Attack | 1.00x2 0{ = 
a a a 
|W, Aerial Attock | 075x4 Pe 
| S-IW, Special Attack | 0.80 0 [= 
C5 ld | — 200 —[ | 9 | 7-1 
SE LS TO 


in 


HEIGHT oS" PREFERRED WEAPON GUNS AND SYMBOLOGY 


Maria is an enigmatic young woman who is rumored to possess some very strange powers. Orphaned at a young age, she somehow became attached to Quark, an anti-Federation organization most active 
in the Klaus System. Now as its leader, she is using the group's resources to help her find Professor Robert Leingod and his family. This search naturally leads her to send her friends and coworkers, Cliff and 
Mirage, out to find Fayt. 


MARIA'S BATTLE SKILLS 
WEAK POSITION STRONG POSITION 


NAME ee | nite |oown|Rance| Fury | HPCosT| MPCOst| | _HPDMG —|_—sMPDMG | 
CU 
La A 


Radon Sos LL 1-1 to 105 — 


GETTING STARTED 


CHARACTERS 


WALKTHROUGH 
St 
BONUS OUNGEONS 
es 
PRIVATE ACTIONS 


———————— 
MINI-GAMES AND 
SUB-QUESTS 


a 


ITEM CREATION 


a —— 
ITEMS 

AND EQUIPMENT 
a 


BESTIARY 


NEL'S BATTLE SKILLS, SUPPORT SKILLS, AND SPELLS 


lV. NAME TYPE CP LVP CT lV. NAME ‘TYPE CP IVP OT 


| Def.| Fire Bot TM [Tc | 26 ete ttt} 


| Def.| Shock Wave | [3 fiero} —J 
[3 [incense HP Damage |B [4 | [=f 70 [Tghining Siike —W [—[e [47 | 
2 a 
aC Se ee | item| Splting Sky} B STi 
Le | 26 Jf item} 


|B 3 
L13 [Sun BAT | =F item] increase Stoming | 8 [2] i | - | 
[15 [hee Daggers TB ATG T= TT item| toot tiem eat 
[16 | Berserk | Tf] | =f iter] Common Aad Symbos |S [2 [h | | 
LT [Fist Aid TS TTT T= Titer] Common Support Symbob |S [2 Th [| 
L18 [Critic Hit HP TS [2 Tif = ff item| Lucky Stor S 2 te] - | 
1 ihing Bas — [CTP [2] | item| Max Fury TS 2 i | 
[19 [Charge BAT TF item] Combat training TJ -T- | 
[20 [Poison oud | B27 iT =F item] Convert Damage | T [-]- | - F 
[22 | Stondby Heating |S [I] i | = ff item| Cure Condition | T |-[-| ~ & 
[5 [Whidind TB TST, | = Wf tem Anidore TW [To | 2 
a ee eee 
|_28 | Increase MP Domage CS 
[30 [Flying Gullorine "YB YS Tk [item] Healing Tw To [24 | 
[32 [Feo 8 ZT Titer ice Needles Tw [Te [2a 
[35 _|Scan Enemy tT ff] pee 
| 35 | Thunder Hore | M[~]e] 3 | 


Peppite Rossetti NEL'S BASIC ATTACKS 
ATTACK DESC. HP DAMAGE MP DAMAGE FURY COST ADD. EFFECTS DOWN 


| SW, Ground Atock | 1.00x4 J = 
MW, Ground Attock | 1.00 fT Fury Dron 
1S, Ground Attock [1.00 PS Fury Drain 
SW, Special Aftock | 1.00 | 008 Fury Drain] 
oT i oe 
SE A a 
en Ee 


Maria Traydor 


NEL ZELPHER 


ALBEL NOX 


| Mirage Koas 


—————— 


Adray Lasberd 


zx FEMALE 112 LBS. 
a — oo — 
HEIGHT 5'?" Mike = OAGGEAS AND AUNOLOGY 


Nel Zelpher is the leader of the Secret Legion, a special detachment of the Queen of Aquaria’s personal guard that reports directly to her and is responsible for intelligence gathering. Her loyalty to her queen 
and country motivates her every move and action. Nel is a skilled fighter who uses short swords and Runology interchangeably. 


NEL’S BATTLE SKILLS 
WEAK POSITION STRONG POSITION 


wis |oown| rance| fury | Hcost| mpcost| HPoMG | MPG 


Lightning Chain WME 
|Whirtwind ff nH | bong OO 
[Mirror Sice | | 10 | H_| Short 30100 a 
a 
[Divine Wrath |] — | 18 | H_ | Short [25 0] 250 Sf 


' ' 


lV. NAME TYPE CP IVP CT lV. NAME TYPE CP IVP oT 


Poe ArSeh |B ZT i] ~ 30 [Oropntor BTL i | | 
Poet [Gilt |B [2] 1 | — J ten] Sesh oPFoy TB [oi | — 
[Det | Gia MP _—_[-S-[7] | | — Jem] Double Sesh oF Fry | 8 [6] | | 
[Det | Shockwave Swit [8 [2] i] — J ten[ dan | 8 [7/1 | — 
Det [Sandy Heating S-[TTL —f ten coos TMP Danap 81? TT TI 
Pat [terse | T|-|-| ~ Jf tem cree Simina | 8-17} |__| 
a5 [Sin [8 [27] — J ten] looriem | 8 [2] >] — 
0 
[26-[ Pam of Desiucion | 8 [4] 1 | — J tom] Coron permis] S_[h] 2 | 
i Toot} T]-[-] J tenf ty Ser | 3]? To | 
[27 [increase MP Danoge |B [4] 1 | ff tem| Max fury 132} ] — | 
Eo 
Pa [herd |B [ZL 1 | Jf tem| Convert Damage | T|-|-| —_] 
[a0] Festa] S[1] i | — ff tem] Gore Condon | T[-]- | — 
oe 37 [hwo Wel [© [61 | Jf won| Anidore [W]e | 2 | 

rar [Gage | 8 [4] | ~ J tem] fork Gave | W[-[e] 17 


33 [Feo BT TE temp Fire Bolt TM Pic f 24 
| 35 [Double Slash | B ATi | ~ Gf item| Heong TM J Tg | 24 
36 [Scan Enemy | T_[-|~ | ~ Jf item[ Ice Needles TM [Je | 24 | 
40 [Vampire Fash | 8 J6ti | ~ | SE LE 


45 LITLE 
: aos 
ALBEL'S BASIC ATTACKS 


ATTACK DESC. “HP DAMAGE MP DAMAGE FURY COST ADD, EFFECTS DOWN 


Wchantok a | Odd | 8 toes 
[Win Ack #2 | 060 - | | -] 11 
HAW Goin #T| 100 | 3 | Tuy rom | —¥ 
WAN Guin Ao #2 | 1.00 | | 5 | Fury ran. _Y_] 
$F Growd Atock | 200 | _~ | 10 | —Conhion | ___] 
1S, Ground ak ee 

as Bel peal rv © 


SS, Aerial Attac 
LS, Special Attac 


I, 


24 RACE ELICOORIAN 


i ie diaz am CLAWS AND THE OCCASIONAL KATANA 


Albel Nox is a captain of the Black Brigade, one of the three branches of the military in the Kingdom of Airyglyph. Known as Albel the Wicked for his cruelty, Albel is a fantastic swordsman who specializes 
7 in one-on-one combat. How an enemy becomes a member of your party is an interesting story... 


ALBEL’S BATTLE SKILLS 


STRONG POSITION 


ura Woll__| 
Wompire ash | - | Jen | x | short [20+8xn] - | 500 | 050 |] 005 
~ [BirSloshof fury] ~ [+n | X | tong [2045xm] 600 f= 060 | 003 


di 


GETTING STARTED 


CHARACTERS 


WALKTHROUGH 


BONUS DUNGEONS 


PRIVATE ACTIONS 


MINI-GAMES AND 
SUB-QUESTS 


ITEM CREATION 


ITEMS 
AND EQUIPMENT 


BESTIARY 


CHARACTERS 


ET 
Fayt Leingod 
Ss SSS 
Sophia Esteed 


SS 


| Cliff Fittir 


Maria Traydor 


Nel Zelpher 


Albel Nox 
| PEPPITA ROSSETTI 

ROGER S. HURLEY 
Mirage Koss 


Adray Lasbard 


PEPPITA’S BATTLE SKILLS, SUPPORT SKILLS, AND SPELLS 


WV. NAME TYPE CP VP oCTsLV. NAME TYPE CP IVP CT 
| 5 [Magic Hook [|B 2] i | ~ ff 50 |Foerie friend | Bij | - | 


16 [Charge | BAT | =f item] Dream Hommer | BS] i} ~ | 
[10 [Frozen Daggers | B [3] i | ~ ff item| Magical Done | B [éje} ~ | 
Ee ee eee ee 
[12 [First Aid TS TT | = ff item] incense HP/MPDamoge| B [2] j | | 
Le eee tt item] Increase Stomina | B |2}j | ~ | 
[15 |Power Dance | Boje} - J ee 
[17 [Stondby Heong T'S Tit I pom ane et St 
i sn item] Common Support Symbos] S| 2[h | — | 
[20 [instonto Blast | BAY i | = ff item| Lucky Stor S [2 fe] - | 
[22 [Seon Enemy tT } | = ff item) Max fury TS zt | 
[25 [PonicDonce | B Lo} e | ~ ff item| Combat Toining | T {-]-| - | 
126 [Sun |B 2 | = ff item] Convert Damage | T {-|~] ~ | 
| 28 | Increase HP Damage | B_[4 | j | ~ jj item} Cure Condition | 1 |-{~| ~ | 
|_29 [increase MP Damage | B [4] j | ~ ff item} Antidote TM J-fe] 27 | 
[30 Keboom | 81511 | — J) tem fork Gove M[-[e | 21 
| 31_[ Berserk TT ff] = item] Fire Bot EM fic | 27 | 
[33 [ Gitar T8217 | Jem Healing [To [27 
[| 34 [Feo BT | Wf item] ice Needles | M [Je | 

| 40 [Healing Done {| 8 [éje} ~ | Co 
leat ty | MS 

PEPPITA’S BASIC ATTACKS: 


ATTACK DESC. HP DAMAGE MP DAMAGE FURY COST —ADD. EFFECTS DOWN 


a 
HUW, Ground Anak | O70x7 | _- | 5 | fy Dron | _X_| 
[3H Spec Ato | 0.60x2 | ONO? | 5 | Confusion | 1 

35, GromdAnock | 280x3_|  - | | - | 11 
TO a 
DCS A ES 


ry 
ae 


EPPITA ROSS 


vay 
| HEIGHT = i PREFERRED WEAPON BANGLES 


Peppita is a fledgling member of a troupe of Velbaysian circus performers known as the Rossetti Troup. Orphaned by her mother at an early age (and abandoned by her father), this young girl now lives 
with her uncle Piccolotto, who manages the Troupe. However, she longs for a life of adventure. . . 


PEPPITA’S BATTLE SKILLS 


WEAK POSITION STRONG POSITION 
NAME ee | uit+ [oown|rance| fury | HPcost] mpcost| —HPDMG ~—|_—sMPDMG | 
Ce ee SBE) FAY | ED 
CS SS 


|Ponic Donce | |_| _X_| Short [i 
fowiefend | [2-6 ff Shon fg} op} ts 1D 
MPS 


| Short | 
isa tommes—1 ea St 


ROGERS BATTLE SKILLS, SUPPORT SKILLS, AND SPELLS 


tv. NAME TYPE CP VP oT lV. NAME 


a ee 
110 [Whirling Heot_ |B |? 


TYPE CP LVP CT 


LB 4 
[oGund T'S [5}i | — | [ton intose Senin -[7 TT 
18 [Berserk | TJ] | = ff iter Loot tiem |B 2th] 
18 | Gial Hit PTS TT T= Tite] Gammon htc Sybob [ST 2 [Th [| 
20 | Flying Torpedo |B 14] | ~ Jf item] Gmmon Suppor Symbos}] Ss [2]h | ~ | 
EC ee 
(21 [tout Tf | ff item] Max fury TS ft 
BI [ item| Combat Wreining [1 [= [| 
25 [Pang Gow TTT [item] Convert Damage | T {~|~| ~_| 
2% |Frstvid |S LVL | = ff item] Cure Condition | T |-|~ | ~_| 
29 {Critic Hit_ |B [2] i | ~ Ff item] Antidote | M [Je] 36 | 
30 | Fiery Fury | BAL | ~ @f item] Eorth Glove | M [-Je | 3 | 
31 [Feo ZT | = ff item| Fire Bolt EM Tc | 36 
L 3 arose HP Dee TH PL item] Healing TM I-19 | 36 
3 [Sun | BZ] | = Ff item} ice Needles LM JLo | 36 | 
tte Te Dia 
: lal ry 


ROGER'S BASIC ATTACKS 
ATTACK DESC. HP DAMAGE MP DAMAGE — FURY COST ADD. EFFECTS DOWN 


SGondanok [0x2 -  T  f - T 
IW, rod ano| — 1.00 [| 12 | fay ron [1] 
SS GoundArok | Téxe | -| 1s - | 4] 


ee 


€ MAS, Ground Attock | 2.60 0 | = tS 
y SS Speciol Attock [2.80 fs | Fury Dron |X 


MALE 
le 
a 


66 LBS. 
ELICOORIAN (MENODIX) 
AXE 


PREFERRED WEAPON 


Roger S. Huxley is a little boy gous ego and an equally large tolent for getting into trouble. Roger is a Menodix, a common species of humanoid that lives mostly in the Sanmite Republic. His 
father is the Village Chief in the Lost City of Surferio. Roger can usually be found hanging around town with his two pals, thinking up new challenges for their ongoing Real Man Contest. 


ROGER'S BATTLE SKILLS 
WEAK POSITION 


ee 


STRONG POSITION 
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MIRAGE’S BATTLE SKILLS, SUPPORT SKILLS, AND SPELLS 
lV. NAME TYPE CP LWP) sCT_~—sédLV.sNAME ‘TYPE CP LWP 


| Def.| Aeril | B21 i | = Ff 62 [Avenger Chorge | 8 [8] i | - 
| Def.| charge | BLA] {| ~ ff item] Blazing Connon | 8 [8] i | - | 
[Dek | Critica it BZ [= iter] iniity ik TB TTT 

[ Def. FirstAid TS TT | = ff item] Drain BT 

bet [ Hommer oT Right —[-8[3[ | tem] mee /WPDanae!_€-[7 Ti | 
| Def.|'Sphere of Might | B [4] | | ~ item] increase Stoming | 8 [2] j | - | 
|_Def.| Standby Healing |S [ijit - J to aa ee 
[6 [Yount Tf] ~ | =F iter] Common Attack Symbols |S_['2 | h | 

[ 32 [Increase HP Domoge |B [4 j [' — If item| ConmonSoppot Synbab |S [2 [Th | 


Maria Traydor 
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MIRAGE’S BASIC ATTACKS 
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Mirage Koas is Cliff's long-time friend and partner in Quark. Although she seems quiet and mild-mannered, Mirage is a tolented fighter, as befits the daughter of a dojo-owner. Rumor has it that she bests 
Cliff in sparring contests on a regular basis. 


MIAAGE'S BATTLE SKILLS 
WEAK POSITION STRONG POSITION 
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ADAAY’S BATTLE SKILLS, SUPPORT SKILLS, AND SPELLS 


lV. NAME "TYPE CP VP 
| Def.| Chorge | BAT iY 
| Def|| Earth Glaive | M/B]3]e] 26 36 [fer S| 
| Def.| fire Bolt MBI 2] c | 3.1 9 37 | Foerielight | M {~]g ] 41 | 
| Def FirstAid TS [Ti | ~ 9 39 [Reflection TM [Tg Tt | 
| Def. [ce Needles __{M/B{ 2] | 3.1 ff 40 | Southern Cross |M/BI 6 |e | 4.1 | 
| Def. [ lightning Blast [M/B]3 Te] 3.1 Wf 42 [Scan tnemy | T {-]-] | 
|_Def.|'Stondby Healing |S [1] i] — | La Se LIS es 
| 5_|Healing ST MI -I 
[andor TM |-fe [3 | 
110 [silence TM [fe | 31 ff 48 [Gravitation | 
19 [acid Rain TM Te | 31 Tf 50 [Sea Gote TB ay 
{20 [Choos Tide | BIST i | ~ If 54 | taser Beoms | M [~Je | 5.1 | 
{20 [fount Tf ~]~ | _9f57 | tightning Strike | M | ~]e | 5.1 | 
21 [thet TM [fe | 26 If 60 | Angel Feather | M [~]g | 31 | 
[22 [heril | B24 | | ~ Ff item] motion Torrent | M [8] j | ~ | 
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ADAAY’S BASIC ATTACKS 
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Adray Losbard is best known as Clair Lasbard’s father. A highly skilled Runologist and talented swordsman, the Kingdom of Aquios is at a loss as to how fo use Adray’s talents. His over-the-top personality 


220 LBS. 
ELICOORIAN 
KATANA AND RUNOLOGY 
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and dogmatic manner ensures that he gets lots of overseas missions. 


ADAAY'S BATTLE SKILLS 
WEAK POSITION 
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STRONG POSITION 
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COMMON BATTLE SKILLS, SUPPORT, SUPPORT SKILLS 
AND TACTICAL SKILLS You can attach these Support Skills to your characters through Skill Setup on the Main Menu. These 
skills work in the background by healing, protecting, or otherwise aiding your characters. 


The following Battle, Support, and Tactical Skills are held in common by almost all of the playable 


characters. These skills do nof vary from character to character, so they will work the same way NAME CP LUP DESCRIPTION ; 


regardless of who uses them. Many of these skills are learned from books created through Item Common Attack Symbols 2 h Enables the useof basic attack spells during 
Fayt Leingod Creation, courtesy of the the Writing Talent. battle. The spells given to characters who use 
TTLE SKILLS the Worm-Eaten Tome are as follows: Fire Bolt, 
c eee aS a eiaeaabs Sabres ant ice Needles, and Earth Gleave. 


Common Support Symbols 2 h Enables the use of basic support spells during 


Sophia Esteed - eee: eo a 


battie. The spells given to characters who use 
Critical Hit 2 J Provides the user with the chance of causing 


the Decrepit Tome are as follows: Healing 
Antidote, and Silence 
J _Incresses the chance of dealing a major blow 


major HP/MP damage to an enemy. The increase in 


Cliff Fittir damage is 35% more than usual. The probability of Critical Hit HP 2 
success increases from 2% at Lu. | to20% at Lu, 10. 
Attack has the possibility of draining an enemy's 


to an enemy's HP. If successful, the attack 


deals 50% more damage. The probability of 
success grows from 4% at Lu. 1 to 48% at Ly. 
10, This can be used in conjunction With Battle 


Skill, Ceatical Hit 
Critical Hit MP Increases the chance of dealing a major blow 


Maria Traydor Fury by 50%. The probability of success grows 
from 18% at Lu. | to 30% at Lu. 10 
Fear 2 J Attack has the possibility of terrifying an enemy, 


Nel Zelpher reducing its attack frequency. The probability of 


success grows from 18% at Lu.) to 42% et Lu. 10. 
Increase HP Damage Improves HP damage by 50%. Damage increases 
to 95% by Lu. 10. With attacks that don’t inflict HP 
damage, this increases ATK by IS% at Lu. | up to 
18% at Lu. 10. 
Increase HP/MP Damage 2 Jj Improves HP and MP damage by 30% at Lu. |, 
incressing to 60% at Lu. 10. Learn from the 
Mildewed Tome item. 


to an enemy's MP. If successful, the attack 
deals 20 e damage. The probability of 


Albel Nox 


success grows from 3% at Lu. | to 42% at Lu 
10. This can be used in conjunction with Battle 
Skill, Critical Hit 

First Aid | 4  Chence of recovering 20% of maximum HP 
amount when HP damage is taken. The 


Peppite Rossetti 


probability of this occurring increases from 


Increase MP Damage Improves MP damage by 50%. Damage increases to 5x, at Lu. | to 10% atu. 10 


80% by Lu. 10. With attacks that don’t cause MP 
damage, this increases HP damage by I6% at Lu. | 
up to 20% at Lu. 10 


Increase Stamina 2 J Reduces Fury costs by 30% et Lu. |, rising to 50x 


ease MP Increases MP by 40%. Le rom Fading Tome 
item 


Mirage Koas Lucky Ster 2 e Achance that sters willfall fromthe sky when 
the user tekes damage. Picking up a star fills 
the Battle Bonus Gauge by 30%..The probability 
of falling stars grows from 4% at Lu. | to 10% 
at Lu. 10. Learn from the Damaged Tome item. 

Max Fury While resting in battle, this skill provides the 
user with a chance for instant full Guts 
recovery. Learned from the Moldy Tome item 


No Guard 5 Jy Character does not flinch, even when taking 


at Lu. 10. Learn from the Crumbling Tome item. 


—= 
Loot Item Enables the user to loot the items an enemy might 


Adray Lasberd drop when it is downed by an attack. Chance of 


successfully looting an item increases as the skill 
is leveled up. Learn from the Dated Tome item 


Stun 2 J ‘Attack has the possibility of knocking an enemy 
\ unconscious, The probability of success grows 
| from 6% at Lu, 1 to 30% at Lu. 10. Learn from the 


damage equal to 1/15 the current HP amount 
Musty Tome item. 


This skill is always active once set. 
Standby Healing Heals a character's HP gradually as the 
character rests during battle. The amount of 
HP recovered is determined by the skill's level 


| x 20. HP is recovered every four seconds your 
i| character stands still 


H Quick Symbol 3 | Cuts casting time in half. Learn from the 
| Brittle Tome item. 


TACTICAL SKILLS 
Most Tactical Skills can be turned on and off under the Skill Setup on the Main Menu screen. There are only two skills in this list that cannot be controlled through Skill Setup: Taunt and Scan Enemy are only used 
in battle. You can also turn these skills on and off on the fly during battle. 


> Ere 


—MAME ESCAPIST OS 
Berserk Raises ATK by 30% and lowers Fury costs by half. However, in exchange, the User’s DEF drops by 30% 
Combat Training Raises EXP acquisition by 40% by tripling Fury costs. When on, this bonus ts only applied to monsters killed by that character. Learn from the 


Oecayed Tome item 


Convert Damage Automatically recovers/reduces HP and MP so that they remain proportional. Choose between Preserve HP, which Converts HP damage to MP damage 
{? HP = | MP] or Preserve MP, which converts MP damage to HP damage [| MP = 13 HP). Learn from the Tattered Tome book. 


When turned on, this skill weakens the effects of poison, paralysis, petrifaction, freezing, and stunning but lowers a character's DEF by 20%. Poison 
damage is reduced by half and paralysis, petrifaction, freezing, and stunning last only half as long. Learned from the Deteriorating Tome item 


Cure Condition 


Scan Enemy When used in battle, this anables you to take a sneak peek et the target enemy's stats. 


Select Anti-Attack Aura When turned on, you can activate an Anti-Attack Aura (AAA). The types of AAA available are determined by the special books and items you've gathered. 
Taunt When used in battle, this skill draws the enemy's attention to the user. 


——— 


SYMBOLOGICAL AND AUNOLOGICAL SPELLS 


Regardless of what you call the school of magic (Symbology is the Federation’s term and Runology is the Elicoorian term), this section is all about the spells. Remember, the strength of a spell is based on the cast- 
6's INT stat. In the damage equations, the “a” refers to INT, not ATK as in the Battle Skills tables noted previously. 


Sophia ond Adray both have the ability to use their attack-oriented spells as Battle Skills. When set as a Weak attack, the damage amounts are calculated as listed in this table. When set as Strong attacks, the 
damage amount is multiplied by 1.3. 


SS Nel, dies Adray| Heals about 35% of max HP. Ability increases with leveling up 


Sophia, Adray Prevents the target from casting spells for a period of time if 
successful. Success increases with level proficiency. 


Ice Needles 20 (ax 0.30+8x45+15) x5 Nel, Sophia, Adray| Showers the enemy with ice needles. The number of shards 


increases with level (Lu. |--3=5 shards, Lu. 4--?=? shards 
Lu. 8+-10=10 shards) 
Sophia, Adray Cures characters of the poison condition, a status that does not 


wear off over time, This spell does not change or improve over 


time 


Fire Bolt c 20 10 4x050+éaxe5+30 Nel, Sophia, Adray| Cures terget of poison status. Launches homing fire bolts at the 


target, Number of bolts increases with level (Lu. l-2=1 bolt 
Lu.3-5=2 bolts, Lu, 6-8=3 bolts, Lu. 9--10=4 bolts) 
20 1S -- : Sophia, Adray Reduces the defense level of enemies caught in the spell’s range 


Success increases with level proficiency 


Lightning Blast oO SGN (6x 040+ 6 x D+ 8)% 8 aN Fayt, Nel, Sophia, Adray] Fires bolts of lightning at the target 


arth Glaive 8 10 (ax 0.50+8x8+30)x3 Sophia, Adray Crushes the enemy with gigantic stone columns 


Restoration 60 Sophia, Adray Resurrects a fallen ally and heals 10% of their Max HP and MP 
Amount increases with level proficiency. 


F 30 35 {6 x 0.40 +x 70+ 70) x4 : Sophia, Adray Summons a large fire element to attack an enemy 
Protection 20 30 Maria, Sophia, Adray| Boosts the target's DEF by 50% for 60 seconds. Amount of time 
that the spell lasts increases with level proficiency 
Condition -- 20 1S : -- Sophia, Adray Cures Poison, Paralysis, and Petrifaction 


Power Up 30 Maris, Sophia, Adray| Increases the terget’s ATK by SO% for 60 seconds. Length of 
effect increases with level proficiency. 
25 (6x 100+ 4x15 +400)x2 Sophia Drops a large rabbit-shaped weight on the target 
Thunder Fler Ax D+ (A/O) x 10+A+ 1S Nel, Sophia, Adray] Treps the target in a sphere of electromagnetic energy. In the 
damage formula for the spell A = 6% 0.04+4xle+5 


ep Freeze 8 (4x O40 + & x 45 + 150) «4 Fayt, Sophia, Adray Emits blocks of ice in a limited area, potentially freezing the 
target 


1 

: ‘ae Creates alerge sphere of dark energy that can instantly kill 8 
~ weskened enemy caught inside 

ii avitation Sophia, Adray Creates a powerful gravity field that reduces the speed of any 
> enemies caught inside 
x Heals the entire party of 35% of their Max HP. Amount increases 


with level proficiency. 


me OD Yaa |\=\\ ety 


flection Maria, Sophia, Adray Raises target's magic resistance 50% fo seconds. Quration 
of spell increases with level proficiency 


Beads (6x 050 +8x 30+ 1S0)x6 on Fayt, Sophie, Adrey | Caster summons a storm of falling rocks over the target 


sion 300 A/2xS+AxS Fayt, Sophia, Adray Creates a dome of fire over the battlefield, damaging all 


Gremlins 


GETTING STARTED 


opponents caught inside. In the damage formula for this 
equation A = 4 x 0.50 + & x 250 + 200 


(@ x 0.50 + 4 x 100 + 200) x6 Sophia, Adray Summons a laser storm that covers a large ares of the 
battlefield 


(6x 0.50 + 4x 120 + 350) x8 Nel, Sophis, Adray The most powerful lightning storm that can be summoned WALKTHROUGH 
(640.304 8% 15 + 120)%6 |HP damage x 0.20% 6 


Sophia Summons gremlins to attack the enemy. The number summoned fe _§———. 


increases as the skill is leveled up [Lu. |-3 = 6 gremlins, 


Lu. 4? = 8 gremlins, Lu. 9-10 = 10 gremlins]. There is 8 possibility BONUS DUNGEONS 


that one of the summoned gremlins attacks with 3x the strength 


—————— 
Feather g : 20 30 - : Maria, Sophia, Adray Raises all of the target's stats 20% for 60 seconds. The duration 


PRIVATE ACTIONS 


of the spell increases with level proficiency 


Blood Scyile 40 (6 ¥0.40 +8 20+320)%3 | HP Damage «0.35 Sophia Summons 8 Lord of the Daemonium to drain the target's HP and 
. MP. The pilfered HP/MP is awarded to the caster. 


xj 
; thernCross 120 {@x050+8x 250+ 200)x6 HP OamagexO.16x6 Sophie, Adray Casts a large cross on the battlefield that damages all enemies 
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HOW 10 USE THE WALKTHROUGH 


Area in the game. 


Item available for clearing the entire map. 


«wo 


Overhead maps of the area. Text callouts in boxes refer 
to items of interest or importance, while the numbered 


callouts refer to the items contained within the area. 


7 
4 
~ 


oO ROYAL CITY 


Items to obtain in the area. The item numbers refer to 


the callouts on the maps. Note the reguier item 


callouts ere green in color. 


Items to obtain by using the Ring of Disintegration item 
only. For the most part, these items are inaccessible in 
some way or another. The only way to acquire them is to 
use this item in the area in question. Note that the Aing 


of Disintegration items are an aqua blue color. 


——- y « 
a 
1. OF AIR 
: MAP COMPLETE: 1/60 SCALE 


Chast BUNNY [RIRYGLYPH 
_ ROUEOUCTS) 


Main Events or Private Actions that occur in this area 


of the game. The number within the small white circle 
corresponds to the MEs and Pfs in the outline of events 
section. 


The Royal (ity of Auryghyph ts the center of government for the Kingdom of Asryglyph Here you will 
| find the well fortified keep that is Airyglyph Castle, home to the king. The city itself is surrounded by 
moentesm, ond he: a unowy deiposition that extend: lor beyond its climate r —) 


The enemies in each area appear here. For more detailed 
information on any particular enemy, simply locate its 
1D» and search for it in this guide's “Bestiary” chapter. 


nF 
by Costle Airyghyph, 24 
\ 
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Outline of events for the area. This section provides a 


quick reference of sorts to al! the accessible happen- 
ings in the area, from boss fights to Private Actions. The 


circular icons ere: 


Main Events, 


or plot points in the story largely 


characterized by cutscenes. 


Private Actions that the player can choose to 
participate in or not. The PAs ultimately affect the 
cheracter endings at the end of the game. 


Any scripted boss fight information ts listed here. 


Any potential Battle Trophy chances are shown here. 


When there its an opportunity to sign an inventor, look 


for this icon. 
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The Grantier Resort Hotel is located on sunny, tropical Hyda IV, the fourth planet in the Kappa 
Sector's Hyda system. Due to the planet's natural beauty and lack of dangerous organisms, it 
has become a popular resort location with members of the Pangalactic Federation. The Grantier 


Chapter Two Resort features luxury amenities like a private beach, exotic entertainment, and cutting-edge 


VR game rooms. 
Chapter Three 


Chapter Four 


Chapter Five 


as aes 


be _ rer : 


Guestroom Corridor 


MEO 


PAO 


EVENT TRIGGER: Stort of Game. Ticket. AVAIL: Before Main Event #2 manuol. AVAIL: During Main Event #2 


‘PAO 


Opening Cutscene: Fayt gets in trouble with Sophia! Meet Peppita Rossetti. Obtain the Rossetti Performance Decide whether or not to read the Battle Simulator 


( 


. AO Check out the Garboge Con. AVAIL: Before Main Event #2 (PAO Examine the blocked door on the eust side of the room BT Decide whether or not to activate the Battle Trophy option. 
AVAIL: Before Moin Event #2 Choosing to do so requires dedicated space on your 
6 Memory Card 
(PAO Talk to Sophia before meeting up with Fayt’s parents, who MEO 
are relaxing on the beach, AVAIL: Before Main Event #2 Play the Battle Simulator! Activate one of the consoles to - 
REQ: Must talk to Sophia before Fayt’s parents the VR Game Rooms in the Lounge and start up the Batlle Decide whether or not to fight another round. AVAIL: During 
Simulator. EVENT TRIGGER: View PA #5 first, then head Main Event #2, REG: You must win the previous battle 
f to the Lounge 
(PAO Flirt” with Flirt on the beach. AVAIL: Before Main Event #7 4 " , 
P AO Decide whether or not to fight a third round. AVAIL: During 
PAO < Persuade Sophia to play the Battle Simulator with Foy! Main Event #2. REQ: You must win the previous battle 
q A Make up with Sophia for making her look bad in front of AVAIL: During Moin Event #2. 
Flirt, AVAIL: Before Main Event #2. REQ: Must choose 


either answer #1 or #2 in PA #3 


WELCOME TO THE GRANTIER 
RESORT HOTEL! 


The opening cutscene introduces Fayt and Sophia, two childhood friends vacationing with family at the 


Grantier Resort Hotel. Follow Fayt’s suggestion and explore the hotel and surrounding areas thorough- 
ly before enjoying any of the hotel's amenities. This is important for two reasons: One, it allows time to 
get accustomed fo controlling the characters and familiarize yourself with the area. Second, access to the 
first group of Private Actions (PA) ends once you activate the console to one of the VR Game Rooms in 
the hotel's Lounge. It's definitely better to explore first and play on the Battle Simulator later! 


Keep Fayt's promise to Sophia and explore the hotel! grounds before returning to 
the Game Room! Talk to everyone, including Fayt’s parents on the beach! 


THIRSTY? 


Check out the Food 


Replicators in the 


hotel's Lounge so that 


Fayt can get something 
to drink. The Shake can 
be used to replenish Hit 


Points in later battles. 


fe) MEET THE AOSSETTIS! 

Be AN INTRODUCTION TO THE 
"ES PRIVATE ACTION SYSTEM 

Look for the Rossetti Troupe’s Waiting Room in the northeast corner of the Lobby. This presents an 


opportunity to meet Peppita Rossetti, one of the characters you can recruit for your party later on in 
the game. This introductory cutscene also serves as one of the Private Actions in the game. 


7 


Pao Occurs when you losé a battle or choose to escape during 
the battle, AVAIL: During Main Event #2. REQ: Must lose 
or quit a battle. 


(MEO 


MEO 


Invasion of Hyda 4. Head to ony of the teleporter rooms 
fo tronsfer to the Emergency Shelter. EVENT TRIGGER: 
Occurs after completing your time in the Battle Simulator 
either by winning the third battle, choosing not fo play any 
more, or by losing or escaping from o battle. 


fro Worn Peppita about the invasion. AVAIL: Between ME #3 
ond ME #4 


Porent and Child Reunion. Bottle to the large teleporter to 
the Emergency Shelter. EVENT TRIGGER: Enter any 
Teleporter Room in the Hotel to travel to the Emergency 
Shelter Teleporter area. 


@) Defeat the three groups of Incapacitator VRSS troops! Peppita 


temporarily joins the battle party during these fights. 


Private Actions are events between characters 
that help determine their feelings towards one 
another. They also flesh out the story line and 
the characters’ personalities. However, unlike 
the PA system in Star Ocean: The Second 
Story, PAs in Star Ocean 3: Till the End of Time 
occur at any time, in any place, and often 
without any warning! Since your response to 
these events (and sometimes just even partic- 
ipating in a PA counts as a response) affects 
the relationships between characters, use the 
information in the “Private Actions” chapter to 
determine which ones to see and which to avoid. 


The Rossetti Troupe is bosically a 
circus act hired to perform ot the 
hotel. Peppito is moking her debut os 
the show's host 


For example, the “Meet the Rossettis” PA not only introduces Peppita but it also provides a chance to 
make her like Fayt more. If you agree with her boast that his autographed shirt will be valuable some 
day, Peppita’s affection for Fayt increases. In addition, choosing the “No, | believe you.” option has 
a cumulative effect, causing Fayt to rise in the estimation of most of his teammates—including those 
you haven't met yet! 


When choosing a response during a PA, you ore usually better off picking the 
“friendliest” answer. Count on good manners to net the respect and offection 
of all of the female members of your team, both current and potential. 


PRIVATE ACTION #5 


“Meet the Rossettis” is also unusual because it serves as the 


rea) ‘“ trigger for the next Mein Event. Until you meet Peppite, you 


cannot access the Battle Simulator and start Main Event #2. 


Meet up with the Rossetti Troupe in Room 509 of the Shelter. 


xo Look for Peppita by the staircase on the east side of the 


Emergency Shelter. AVAIL: Between ME #5 and ME #6 


Cutscene: The Transport Ship Arrives. Follow the instruc 
tions given and head to one of the two teleporter rooms to 
transfer over to the Transport Ship Helre. EVENT TRIG- 
GER: Put Sophia to bed, then go to sleep in the next bed 


GETTING STARTED 


CHARACTERS 


WALKTHROUGH 


BONUS DUNGEONS 


PRIVATE ACTIONS 


MINI-GAMES AND 
SUB-QUESTS 


ITEM CREATION 


ITEMS 
AND EQUIPMENT 


BESTIARY 


Chapter Two 


Chapter Three 


Chapter Four 


Chapter Five 


HONING YOUR SKILLS IN THE 
BATTLE SIMULATOR 

After exploring the hotel and meeting Peppita , ; 

Rossetti, it’s time to head to the Game Room 
in the hotel Lounge. This room contains the 
latest in virtual entertainment, including the 
Battle Simulators that Fayt loves. To activate a 
Battle Simulator, examine the console next to 
the door to the Game Room. There are four of 


MAIN)EVENT/@) 


them around the perimeter of the Lounge, so San oat cathe Acscett: i 


before entering the Lounge, ao brief 
cutscene points you in the direction 
fs) e Gome Room consoles. 


you should have no problem finding one. 


Sophia isn’t really keen on Battle Simulators, so Fayt must persuade her to join him in the Game Room. 
This counts as a PA, so act like a gentleman if you want Sophia (and everyone else) to like Fay?! 


The Battle Simulator is basically an interactive battle tutorial. It also allows you to activate the Battle 
Trophy feature if you so desire. (For more detailed information about the Battle Trophy collection, 
refer to the “Mini-Games and Sub-Quests” chapter.) You can fight up to three battles before you are 
forced to stop, so use this time to become familiar with the battle controls. 


BATTLE TROPHIES 


To activate the Battle Trophy feature, you must initialize o special save file on 
your memory cord. Once active, you con collect Battle Trophies by fulfilling cer- 
tain requirements during combat. Battles fought in the Battle Simulator count 
toward Bottle Trophies, so give it your oll! 


Be aware, however, that the Battle Simulator doesn't provide a good indication of how you'll perform 
during your first few “real” battles. For one thing, the monsters in the Battle Simulator are stronger 
than the ones you will encounter once the game really gets underway. Treat your time in the Battle 
Simulator like practice and you'll do fine when danger approaches for the first time. 


Tolk to the crewmen on the Bridge. AVAI 
before entering an Escape Pod. 


Hasten the Rossetti Troupe along to the Escape Pods. : 
AVAIL: After ME #70 (after speaking to one of the atten- 
dants outside the Escape Pod room) until you enter an 
Escape Pod. 
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BATTLE SIMULATOR MONSTERS 


Dragonfly 149 11S HP S MP 
Lonely Bat 264 85 MP 3 MP 
Lunatic Bat 268 120 HP 5 MP 
Mythril Brute 305 680 HP 40 MP 
Mos 236 120 HP MP 
Poisonous Beetle 332 125 HP 5 MP 


EVACUATION PROCEDURES 


In case of alien attack, the Grantier Resort Hotel is prepared to help evacuate its guests to the 
Evacuation Facilities deep underground. During an evacuation, all hotel transporters are redirected to 
the Evacuation Terminal. A large transporter will take the occupants to the Evacuation Shelters. Wait 
in your assigned room at the Shelter until the escape ships arrive to ferry your party to safety. 


In cose of on emergency, follow the evacuation instructions 
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Cutscene; What happened to Fayt’s Ship? EVENT TRIG- 
GER: Return to Foyt’s escope pod in Pesotto Forest. 


Cutscene: The Truth About Norton. After speoking with 
Niklas, look for Meena in the house to start the second part 
of the event. EVENT TRIGGER: Return to Meeno ond 
Niklas’s House after visiting the ruins ofthe escape pod. 


ME@ 


(BT 


» 


These robots look pretty nosty but 
ore eosily tomed. 


Cutscene: Rescuing Niklas! EVENT TRIGGER: Enter the 
passcode “256” into the computer in Norton's storeroom to 
open the door to the cells, then enter the cells, 


Defeat Norton. Cliff Fittir permanently joins the party. 


The boss fight with Norton provides the opportunity to win 
the following Battle Trophies: BT #079 and BT #080 


ME® 


ME® 


Try to win some bottle trophies while 


defeoting these monsters! 


Cutscene: Saying Goodbye. EVENT TRIGGER: After 
defeating Norton and retrieving the parts to fix Meena’s 
music box from Norton's Storehouse, return to Whipple. 


Cutscene: Departure to Parts Unknown, EVENT TRIGGER 
Return to the southern part of Pesotto Forest. Head to the 
patch of bare cliff near the crash site of Fayt’s escape pod. 


GETTING STARTED 


CHARACTERS 


BONUS DUNGEONS 


PRIVATE ACTIONS 


MINI-GAMES AND 
SUB-QUESTS 


ITEM CREATION 


ITEMS 
AND EQUIPMENT 


BESTIARY 


Chapter Two 


Chapter Three 


Chapter Four 


Chapter Five 


Upon reaching the Evacuation Facility, look 
for the Rossetti’s in Room 509 in the south- 
east corner of the floor. You'll find that all of 
the troupe's members have managed to find 
each other during the evacuation. After talk- 
ing to them, return to Fayt’s assigned room 
(#506) for a well-deserved nap or continue to 
explore the floor and its other inhabitants. 


FIAST AID AVAILABLE! 
If you are in need of healing 
after the battle with the 
Incapacitators, look for the 
Expelian Man in Room S02. He 
knows some basic Healing 
Symbology and will gladly 
heel Fayt's wounds for free. 


LOOK FOR THE 
ROSSETTI TROUPE 


Talking to the Rossettis sets the 
stage for the next chain of events. 
If you are ready to proceed to the 
next event, go to Room 506. However, 
if you-wont.to-explore further, avoid 
going to Room 506, for fear that you 


moy trigger the next event! 


Deep below the surface of Hyda IV, within range of the largest cities, lie several Evacuation 
Facilities. They were constructed to protect citizens and visitors in the rare case of an enemy 
attack. In case of such an emergency, all of the transporters on the surface of the planet are 
redirected to these facilities and people are ordered to make their way there. Refugees are 
expected to remain calm and stay in their assigned rooms until transport ships arrive in orbit to 
take them to safety. Fayt, Sophia, and their friends are sent to the Evacuation Facility in the Iruba 
sector of Hyda IV, 
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THE NEXT MOVE 


Unfortunately, the Evacuation Facility is only the first stop on Fayt’s great escape. When you enter 
Room 506 after the meeting with the Rossetti Troupe in Room 509, Sophia decides to take a nap. You 
have the option of following her lead or continuing to explore the floor on your own. (However, with- 
out Sophia, you cannot see PA #13.) Putting Fayt to bed triggers the second part of this event, the = 
arrival of the Transport Ship Helre. To travel to the Helre, follow the instructions given and head to 
one of the two Teleporter Rooms on the floor. 


But which bed is Fayt's? With so'many beds in the room, it can be difficult to 
determine which one you are supposed to use. Stand next to the one below 
Sophio's ond press the X button to bring yu, @ question window 


The Transport Ship Helre is based at Remote Station #7 orbiting around Hyda Ill. As its name 
implies, the Helre belongs to the Transport class of ships, a group of spaceships designed specif- 
ically to ferry goods and personnel between stations, etc. Since these ships were not designed 
to engage in battle, they carry little in the way of shields or firepower. 
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Central Starboard Corridor 
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MAIN) EVENT/®, SHORT TRIP ON THE HELAE 


Much like the Evacuation Facility, Fayt’s time 
on the Helre is brief. Shortly after the ship 
worps away from the battle around Hyda IV, 
another catastrophe arises, To trigger the sec- 
ond half of ME #7a, talk to everyone in the 
Central Starboard Corridor area. This includes 
the seven people in the Lounge and the 10 
people milling around in the corridor. Upon Bile there ecu in the cetion ) 
doing so, return to the Lounge to hear about check onthe status of Fayt’s fellow 
the latest Vendeeni attack! celugees, 


CHARACTERS 


PAY, (PA, (PAD 
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HEAD FOR THE BONUS DUNGEONS 


ESCAPE PODS! 


5 PRIVATE ACTIONS 
After the Vendeeni attack the Helre, rush 


upstairs to the Upper Starboard Corridor to 
the Escape Pod chambers. Upon arriving, 
you'll find the doors blocked by a line of crew 
members. To clear the obstruction, simply talk 
fo one of the Helre’s crew, then leave the 
floor. You can take this opportunity to view 


THE RUDE PASSENGER 
If you head to the Spiral 


Staircase between the Upper 
and Central Starboerd corri- 
dors once the ship warps 
away from Hyda IV, you'll see 
8 disturbing scene between a 


one or both of the PAs that take place at this 
fime, or you can return to the corridor imme- 
diately. Regardless, when you do return to the 
door of the Escape Pod room, you'll find the 
entrance unblocked and empty pods waiting. 


It seems silly to have the entrance 
to the escape pods blocked at a time 


like this, but it’s for your sofety! 


disgruntled tourist and one y 


of the ship's crew members. 
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PESOITO 
FOREST 


MAP COMPLETE: 
1/144 SCALE BUNNY 


Welcome to Vanguard III, an under- 
developed planet in the Vanguard 
system with an atmosphere similar 
to Earth. Fayt’s escape pod crash- 
lands in the secluded Pesotto Forest. 
If you are a big fon of the 
Underdeveloped Planet Protection 
Pact (the UP3), then you're in luck 
as there are very few sentient 
beings in the area. Look for a small 
village in the northeast corner of 


the northern section of the forest. 


North 


Transporter Point 
(this appears 


after ME #78 
in Gemity) 


‘Recovery Point 


LANDING 


The Pesotto Forest is the first “field” area to 
explore. There are not many enemies to fight 
here, but they do respawn whenever you 
leave and return to an area. Since you can 
save your game and heal your wounds at the 
crash site, take the opportunity to gain some 


battle experience before heading off to ; 4 

In Star Ocean: Till the End of Time 
enemies ore visible on the map. You 
con attack or avoid them os you wish. 


Whipple Village. 


MAP COMPLETE 101: THE BASICS 


From this point on, you are responsible for filling out all 
of the field and dungeon maps through your own explo- 
ration. [Town maps are always presented as complete.) As 
a reward for this unwavering diligence and curiosity, the 
completion of a map is accompanied by the awarding of a 
special Bunny statue. The Bunny statues affect your 
party's speed in battle both positively and negatively, 
depending on the size of the statue. While the 1/144 and 
1/60 scale Bunnies boost speed, the |/] scale Bunny [which 
must be gigantic!) slows the party dramatically. On the 
plus side, the 1/1 Bunny sells for quite a lot of Fol, making 
it worth every pound. Since the speed boosting factors on 
each Bunny don't stack, keep one and sell the rest! 


Regarding the completion 
of maps, basically all you 
have to do is uncover all 
parts of the map through 
exploration. However, to 
get the 99% required for 
“Map Complete!” status, 
you must hug the very 
edges of the area in 
question to uncover as 
much of the outer bound- 
aries of the map as possible. Pesotto Forest, with its small 
number of easy-to-defeat enemies, is a perfect testing 


ground to develop this map-completing processes. 


The easiest time to try 
to complete the Pesotto 
Forest map is after Main 
Event «8, once Norton's 
guards have left their 
post outside of the 
entrance to the Ruins of 
Coffir. Pick a starting 
point and follow the 
outer edges of the for- 
est until you come full 
circle. Then explore the inner part of the forest until you 
uncover everything. You can try to uncover both parts of 
the Pesotto Forest map, southern and northern, at the 
same time or work on one part at a time. If you're a few 


fractions of a percentage off, check the map for areas 


{especially at the maps’ perimeters) where you can uncov- 


er another small block. 


The Village of Whipple is located in the northeast corner of the northern section of Pesotto Forest. 
This small, provincial town is under siege by a band of thieves who make their hideout in the 


Ruins of Coffir nearby. Because of their leader, Norton, many villagers have gone missing. No 
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one knows where they are or what might have happened to them. Talk to the Village Chief, or 
any of the villagers, to learn more about their predicament. 


WHIPP 
VILLA 


iz 
MAIN) EYENT/@) NIKLAS AND MEENA 


Regardless of whether you've fought many battles or not, Fayt arrives at the village at the point of 


collapse. Two youngsters, Meena and her big brother Niklas, rescue him and take him back to their 
house to nurse him back to health. 


Upon awaking, Fayt notices that his sword is gone. Before you can leave the village, you must find 
awoy to get it back. Fortunately, this only involves talking to one of two villagers and learning about 
the stranger who's virtually holding the village hostage. Look for the Village Chief in the house direct- 
ly above Niklas and Meena’s cottage on the hill or the Adolescent Girl taking care of the empty house 
across from the General Store. After talking to one or both of them, return to Niklas and Meena’s 


house for the rest of the event. At the end, Fayt will have his sword and a new quest. 


GETTING STARTED 


GENERAL STORE: “MANYBLOOM” 
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—— PRICE 

Blueberries 45 Fol 

Tolk to the Village Chief to find out what's going on. in the town. Also, read the Blackberries 35 Fal 
sign in the middle of town to get o good idea of why the villogers ore suffering Ring Mail 180 Fol 


Clone Generator 350 Fol 
Fresh Sage 310 Fol 
Pomello Juice 32718 Fol 


BONUS DUNGEONS 


MAIN) EVENT @, NIKLAS’S BRAVERY 


When Niklas runs off to seek revenge against Norton, 


PRIVATE ACTIONS 
THE VILLAGE DOCTOR 


Need healing? Whipple Village 


MINI-GAMES AND 


it time to spring into action. After all, Niklas and his SUB-QUESTS 


sister saved Fayt's life, so he owes them. Before head- 
ing out for the Ruins of Coffir, take a few precautions. 


is home to a mighty fine doc- 
tor. Her house ts located to 
the left of the Village Chief, 


marked on the in-game map 


ITEM CREATION 


First, save your game at the Village Chief's house. 
ITEMS 
AND EQUIPMENT 


Then, open all of the treasure chests in town and use 
some Fol to purchase Ring Mail and o good handful 
of Blueberries. Heal at the Doctor's, then head off. 


with a blue arrow. This same 


symbol appears on any building that provides healing servu- 


This ts the only Save Point between 
While traveling through the Ruins of Coffir, returnto © you ond the first boss fight in the 
Ruins of Coffir. Save here first 

before proceeding from equipment to weapons to general goods. 


ices [e.g. Inns, Doctor's Offices, etc). Buildings marked with 


BESTIARY 


¥ { 
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; 8 green arrow indicate stores that sell a variety of wares, 
town to heal, restock and save. You should do this 


at least once before taking on Norton’s henchmen 


outside the door to Norton's underground lair in the northern part of the ruins. 


Chapter Two 


Chapter Three 


Chapter Four 


Chapter Five 


RING OF DISINTEGRATION): 
1/60 SCALE BUNNY 
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Buster 94 250 HP 1) MP 


300 HP 


Mokofy 279 13 MP 


Tepeki 423 200 HP 9 MP 


Young Shrieker 457 193 HP 6 MP 


FY sickberriee Crean Sage Cooking inaredenta | 
PO ravoberries Co) Blubernies Co) Slckberries (o)Aavoberres 
PS faucberries 2) 200 Fol C) pe Berries () lackberres 


The Ruins of Coffir is comprised of the broken remains of the tombs of the areas’ ancient ruling 
class. Here amidst the rubble, Norton and his gang of delinquents make their hideout. While 
exploring the grounds, look for hidden treasure chests and wily enemies. Graffiti painted on the 
walls of the old tombs also provides a clue to a puzzle later on. 


THE RUINS’ RUBBLE 


While exploring the Auins 
of Coffir, you'll find stairs | 
and passages blocked by 
piles of fallen rubble 
Later on in the game, you'll 


obtain an item called the 


Ring of Disintegration that enables you to vaporize these 


obstructions and get the treasure that lies behind them 


Until then, you'll just have to be patient 


THE ENEMIES IN THE AUINS OF COFFIRA 
Look for three types of enemies in the Ruins of Coffir: the easily frightened Nobleman, the cowardly 
Thieving Scumbag, and the feisty Shrieker with its brood of Young Shriekers. You will encounter them 
in the following combinations: Thieving Scumbag (x1); Thieving Scumbag and Nobleman; and various 
combinations of Shriekers and Young Shriekers. 


Finally, the Shrieker and its young appear further inside the Ruins. They are the first monsters to 


inflict MP-based damage, so keep an eye on Fayt’s Magic Points when fighting them. Remember, char- 
acters die not only if run out of Hit Points but also when they run out of MP too! Lastly, watch out for 
the poisoning power of the Young Shrieker’s Spore Jump A attack. 


The Thieving Scumbags and the Noblemen are the easiest to dispatch and, as a result, they are the 
first types of enemy you will likely see. Thieving Scumbags are aggressive until they lose half or more 
of their hit points, at which point they will most likely attempt to flee. Since you don’t get experience 
points for escaped enemies, toke them out first whenever possible. The Noblemen, which you may 
have fought while exploring Pesotto Forest, are timid gentlemen, prone to great fits of tears. Since 
their attacks don’t cause HP or MP damage, focus on dispatching any accompanying enemies first. 


Don't get surrounded by the Shriekec_gnd its young—especially if Foyt's MP is low. 
— 


The standard battle in the Ruins of Coffir pits Fayt against a single Thieving 
Scumbog ond a Noblemon. Alwoys toke the Scumbog out first, then work on 
the Nobleman 


NOATON'S HENCHMEN 


Before Rivé cen enter Norton's Hideout, he must take out the gang of hood- 


| | GETTING STARTED 


CHARACTERS 


lums guerding the door. These errogant jads think he's 8 pushover, so 


Prove them wrong. The three henchmen [Buster, Makafy and Tepeki] have 


identical attacks that are basically beefed up versions of the standard 


Thieving Scumbag’s sttecks. They will even scram if you hurt them enough! 
If Fayt is at Level 3 or 4, this fight shouldn't be too difficult. Use the 


BONUS DUNGEONS 


three-hit Blade of Fury to strike one from the middle ground, then try to 


take out the next closest bully with Fayt’s strong, short attack combo. For 


PRIVATE ACTIONS 
winning this fight, you receive the Beat-Up Textbook. This item enables 


MINI-GAMES AND 
SUB-QUESTS 


you to use the “Standard” Anti-Attack Aura during battle 


ITEMS 
AND EQUIPMENT 


32 


Norton's Hideout lies beneath the large crypt in the northern part of the Ruins of Coffir. To en 
his lair, you must first defeat the three henchmen guarding the entrance. If you can do that, y 
should have little problem with the challenges inside. 


Chapter Two 


Chapter Three 


MAP COMPLETE: N/A ‘eles 


To Ruins of Coffir 


—— Chapter Four 


Chapter Five 


Input password here 


Skeleton Warrior 398 220 HP 10 MP 


RESCUING NIKLAS 


Inside Norton’s Hideout, look for his storeroom to the west of the entrance room to find a Save Point 
| and a computer. Activate the computer and input the password when asked. If you paid attention to 
' the graffiti painted on the walls of the ruins, you should know the password. If not, look for the 

answer in the “Outline of Events” section at the start of this chapter. By entering the correct password, 
the door to the cells where Niklas is locked up opens. Save your game, then head over to the cells on 
i the eastern side of the hideout. 


These numbers form the password needed to open the door to the cells where 


Niklas is being kept 


The level of technology gathered in this 
room exposes Norton's true origins, —_ 


“PNORTON 


2 It is fitting thet Norton, the big 


boss of this eres, is a much 
greater challenge than the ene- 


mies you've faced thus fer. If not 


for Cliff Fitter joining Fayt in this 


battle, the fight would be much 


more difficult 


Norton's unique feature is the 
laser gun he proudly shoots all 
over the place. To qualify for Battle Trophy «080, you must avoid its spray of bullets. (To get BT «079, you must 


level up quite a bit, perhaps to Level 8 or higher!) Since Norton's gunfire easily damages Fayt, keep an eye out 


“Battle Trophy Opportunities: BT #079: 
Defect Norton within 30 seconds; BT #080: 
Defeat Norton w/o taking damage. 


for his Shooting Spree attack and dodge out of range before he starts firing. At the end of this battle, Cliff Fittir 


permanently joins the party. 


MAINS EVENTI@S TAKING CARE 
OF BUSINESS 


After disposing of Norton's evilness, it’s time to think about leaving. First, you must fix Meena’s music After concluding your business in Whipple (and on Vanguard III for that matter), it’s time to rejoin 
box. There are replicated parts in Norton's storeroom, but you must get them before leaving the hide- Cliff and head to his rendezvous spot in the southern part of Pesotto Forest. Look for the bare patch 
out so that Cliff can blow the place up. Then return to Whipple and leave Niklas in the care of his sis- of cliff near the crash site of Fayt’s escape pod. From here, Cliff contacts his partner, Mirage, and Cliff 
jer. Before leaving the town altogether, talk to the Village Chief. As a reward for getting rid of Norton, and Fayt ore beamed onto their ship, the Eagle. It’s time for the next leg of the journey to begin! 


he hands over the Medecentra Pyroxene, a useful accessory that halves the amount of HP need- 
ed for the wearer's Battle Skills. This item will come in very handy throughout the rest of the game, 


so immediately equip it on the character of your choice. 


GETTING STARTED 


a 
CHARACTERS 
Don't even bother leaving Norton's While Cliff waits outside the village 
Hideout until you pick up the required limits, toke core of business in 
ports to fix Meeno’s music box! Whipple. 


BONUS DUNGEONS 


Cliff calls his ship, the Eagle, from this barren patch of earth. If you aren't 
reody to leave Vanguard III, avoid this orea! 


PRIVATE ACTIONS | 


Sy 
MINI-GAMES AND 
SUB-QUESTS 


A TIME FOR REGRET? 


After leaving Meena and 


Niklas's house after Main 
ITEMS 


] 
Event «13, keep an eye out AND EQUIPMENT 


for a couple of ex-schemers 


in the small graveyard near- 


by. Now that Norton's gone, 


they don't seem to know what to do. | wonder if they mean 


to trouble the city more? 
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The Royal City of Airyglyph is the center of government for the Kingdom of Airyglyph. Here you will 
find the well fortified keep that is Airyglyph Castle, home to the king. The city itself is surrounded by 
mountains and has a snowy disposition that extends for beyond its climate. 


ME® 


ME® 


(BB) 


BUNNY (AIRYGLYPH 
AQUEDUCTS) 


Castle Airyglyph, 2F 


Cutscene: Crash Landing on Elicoor II. To finish the event, 
tolk to Cliff and Mirage several times until they decide 
upon a course of action. EVENT TRIGGER: Continuation 
of ME #14, 


Cutscene: Interrogation. At the end of the event, Nel 
Zelpher joins the party temporarily. EVENT TRIGGER: 


Leave the Eagle 


Defeat the Inquisitor and Airyglyph Soldiers (x2) 


Castle Airyglyph, 1F 


BIF 


Defeat the Giant Crab. 


The boss fight with the Giant Crab provides the opportunity 
to win the following Battle Trophies: BT #081 and BT #082 


Cutscene: The Rendezvous Site. Head to the exit gates of 
Airyglyph ond leave the town. Look for the horse-drawn 
wagon at the end of the bridge. EVENT TRIGGER: Exit 
the Airyglyph Aqueducts. 


Cutscene: The Great Escape! Continue toward Kirlsa when 
your ride is interrupted. EVENT TRIGGER: Approach the 
horse-drawn wagon outside of the city of Airyglyph. 


Cutscene: Nel and The Informant, At the end of this event 
the west gate opens, allowing you to return to Airyglyph if 
desired. EVENT TRIGGER: Talk. to the “Sermonic Old 
Man" by the blocked cavern in the southwest corer of the 
city, then enter the cemetery 


Airyglyph Aquaducts 
Abandoned Temple 


Inventor: 


Osman the Sage | Aa 


Airyglyph City ( ( 
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Speak to Cliff to discuss Mirage’s possible whereabouts. 

AVAIL: Alter ME#19, but before you enter the Gronah Hills MEO PRIVATE ACTIONS 
area to head to the Kirka Training Facility after ME #21 Cutscene: Lody Clair's Briefing. To continue this event, take Defeot three Black Brigade Soldiers — 

a nop in the upstairs guestroom. In the morning, return to MINI-GAMES AND 
the conference room to resume the negotiotions. Nel SUB-QUESTS 
leaves the porty temporarily after this event. EVENT Cutscene: Sir Shelby’s Plan, EVENT TRIGGER: Defeat the 
TRIGGER: Enter Arias; follow Nel’s directions and enter three Black Brigade Soldiers 

the conference room in the Lord’s Mansion ITEM CREATION 


Defeat the Earth Smasher 
Cutscene: Rescuing Nel! EVENT TRIGGER: Talk fo the —— 
Stern Matron’s Daughter to get the Cuprite Key in the ITEMS 


Riding the Houler Beasts. Read sh WMSMUCNON Mel Ie len Kitchen on the 3rd Floor. Then return to the first floor and = LINRATUT LTS 
shout the Hauler Beasts that will take you through the rest of head to the locked door leading to the elevator —— 


the mines. EVENT TRIGGER: Pull the Lever in the Earth 


BESTIARY 
Smasher's coom, then check out the Hauler Beast terminal 


Defeat three Block Brigade Soldiers. At the end of the bat 
tle, Nel rejoins the party. 


“TIAMAT” HIGH-QUALITY ARMORER “DRAGON'S DUNGEON” OUTFITTER 
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SN eee i pr 
Holy Sword 19600 Fol Compounding Elixirs 120 Fol 
Osprey Dagger 15100 Fo | 20 Fo 
Broad Axe 15800 Fol Silver Ring 1750 Fol 
Nodachi 24000 Fol Clone Generato 350 Fol 
Chapter One Damask Gauntlet 44000 Fol Basil 20 Fol 


“LEFT-HANDED LIZARD” ARMORER pl 


(RR 82ST CY EAE TERE SEE SS Fresh Sage 
Wyvern's Toil” Inn: 150 Fol/Night 
Masterwork Plate 24000 Fol 


Superior Chain Mail 26800 Fol 


Chapter Three 


“DRAGON TREASURE” GROCER 


Chapter Four 


CRASH LANDING AND CAPTURE 


Blueberries 45 Fol 


Chapter Fu Te landing on Eco bit fa space 


Blackberries 35 Fol Since the crash occurred in a well-populated 
Gooseberry Juice 3100 Fol city, you won't be able to escape without notice. 
Talk to Mirage and Cliff until they devise a firm 
plan, then leave the Eagle. Later on, once you 
con wander around the city freely, return to the 
site to gaze at the wreck. 


Steamed Bun 200 Fol 


The Eagle remains right where it 
crashed for most of the game. 
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Nel huris herself ot an All three party members gong up on 
Airygluph Soldier. the Inquisitor 


ME® 


Cutscene: Rescuing Tynave and Farleen! This event con: 
cludes after a series of two boss fights. EVENT TRIG- 
GER: Entering the Arena on the 4th floor of the Kirlsa 


Training Focility PAD ME@® 


L Speak to Nel, who thanks you for rescuing her, but admits Cutscene: The Maiden of Irisa. After meeting Ameena in 
- that she wos surprised—ond dismayed! AVAIL: Between the plaza, head to the Inn on the west side of town and 
(6B) ME #24 ond ME #25. talk to the owner. Then find Ameena’s house on the east 
Defeat four Black Brigade Soldiers side of town. After talking with Ameena and her neighbor 
return fo the lan ond spend the night. In the morning, the 
(BB) event continues upon leaving the inn, EVENT TRIGGER: 
Defeat Shelby and his entourage of three Black PAGE 04 Enter Peterny, When you're ready, follow Nel’s instruction 
Brigade Soldiers ond meet the others by the cathedral in the center plaza 
ME@® of the town. 
BT Cutscene: The Happy Reunion. EVENT TRIGGER: 
Defeating Shelby creates the opportunity to win the follow- Approach the gates of Arias, then return to headquarters IC 
ing Battle Trophies: BT #083 ond BT #084 in the Mansion. Ai this pointin the game, you can activate the Hem 


Creation system by signing up with the Inventors’ Guild 
across from the Inn 


WEL ZELPHER JOINS THE PAATY 


‘ 


; — 


At the start of Chapter Two, Nel Zelpher joins your party. 
Although she stays with the party until ME #62 at the end of 
Chapter Three, Nel isn't one of the “permanent” members like Fayt 
end Cliff. Instead, Nel is one of four alternate characters who 
you can use to fill the seventh and eighth slots in your party. 


Nel is an interesting addition to the party. She grows into one 
of the most powerful fighters in the game with the most flexible 
set of attacks. However, she's not as resilient as Cliff and Fayt 
when it comes to fighting monsters at melee range. She does not 
learn enough spells to make her work well as e dedicated magic- 
user either. Instead, it's best to use Nel as 8 mid-range fighter, 
darting in for @ close-range physical attack and then skipping 
back for a mid to long-range bettle skill or spell. 


Fortunately, the computer A.l. is really good at handling melee 
cheracters like Feyt and Cliff as long as you're careful when 
assigning Battle Skills, Tactics, and the like. Set Cliff's bat- 
tle skills in both short-range ettack slots, then set him to 
“Act in e well-balanced manner!" under Tactics. Feyt is more 
difficult because many of his early Battle Skills are weapon- 
enhencement spells, which take a while to cast. Set one of 
them in the weak long slot to keep him out of attack range 
when he uses the skill. During the first part of the game, try 
using Blade of Fury in the strong long slot and add skills into 
the short slots as he learns them. For tactics, set him to 
“Attack enemy with all your might!" until he learns a few magic 
spells, then switch him to “Act in 6 well-balanced manner!”. 


When it comes to healing, you can do the healing yourself with 
potions or through Nel’s Healing spell. Alternatively, you can 
use the Decrepit Tome item on either Cliff or Fayt and set the 
Use Common Support Symbols to one of their support slots 
when you have the extra two CP required. This item [and the 
corresponding support skill] enables the user to cast Healing, 
Silence, or Antidote in battle like es standard Healer. From an 
MP standpoint, Fayt is 8 good choice in this capacity until he 
learns his first attack-oriented spells. At that point, you may 
want to save his MP for casting those spells. All of this makes 
Fayt somewhat unreliable es a healer at that point. 


A possible solution is to use Cliff as 8 part-time healer since 
none of his Special attacks require MP and he doesn’t learn 
any spelis on his own. We found thet Cliff was remarkably 
skilled as 8 Healer when controlled by the computer and was 
more likely to heal himself and the other party members when 
needed compered to Nel or Fayt and did so without secrific- 
ing his attack potential on the battlefield! However, there are 
some disadventages with using Cliff as 6 hesler. One is thet 
Cliff has the lowest Magic Points of any character in the 
geme, which puts him at a higher risk of being MP-killed by 
enemies, However, once he sterts to increase his MP, his 
effectiveness really grows. Ultimately, which character you 
play as and how you set up their battle skills depends on 
your style and preferences. When you get into the Aqueducts, 
use your proximity to both a Save and Healing Point as a rea- 
son to experiment with the different characters until you 
determine what errengement works best. 


one of the Tavern’s customers to learn about - the gr 
ionshadow Clon. AVAIL: During Main Event 6 ; 
gee the night ot the Inn. — - PAD 


| SLIPPING AND SLIDING 


The Airyglyph Aqueducts are a collection of ice-covered tunnels inhabited by strange creatures. Since 
there’s a Healing Point at the entrance, try to level up your new party a couple of levels before ven- 
turing further into the dungeon toward the boss. 


Healing points like these ore few ond far between. Think of them as oa sign that 
the loc r d ‘or _levelin 


The closer to the Airyglyph exit you get, the icier the floors become until eventually you're walking 
over fragile sheets of ice. To cross them without causing them to break, press the Circle button to force 
Fayt into a careful walk. Once you return to solid stone, start running again! 


If you run across this field of ice, it will crack immediately, sending you back to 
the entrance to try it in, | alk ocr Uy] rs. 


Ultimately, which character you play as and how you set up their 
battle skills depends on your style and preferences. When you get 
into the Aqueducts, use your proximity to both a Save and Healing 
Point as e reason to experiment with the different characters until 
you determine whet arrangement works best. 


Coc: Th Men ad 

boss fight against wo Moonshadow Clan Members. At 
end, yoo co ok hoger’. Iaieg Eee ca 
porarily (until you've cleared the Duggus Forest), EVENT 
TRIGGER: Enter Hideout area. 


Do you take Roger as a temporary party member or not? 


Bring the Fairy water from the boiling or gushing springs. AVAIL: During ME #28 only. 
AVAIL: During ME #27. 


Defeat two Moonshadow Clan Members. 


Defeat Moonshadow Clan Chief. Obtain Gold Figure. 


GETTING STARTED 


CHARACTERS 


WALKTHROUGH 


PRIVATE ACTIONS 


MINI-GAMES AND 
SUB-QUESTS 


ITEM CREATION 


ITEMS 
ANO EQUIPMENT 


BESTIARY 


Chapter Three 


Chapter Four 


Chapter Five 


FREEDOM! 


After leaving the Airyglyph Aqueducts behind, you can freely explore the city. In fact, you should visit 
the “Wyvern's Tail” Inn to heal your characters and save your game. Then head to the “Dragon 
Treasure” Grocer to stock up on the necessities, like Blueberries and Blackberries. There are Armorers 


in town, but their items are far too expensive right now. Remember them for later! When you're 
ready to continue onward, look for the gates on the east side of town next to the Inn. 


BT 


Fighting the Moonshadow Clon's Chief provides the opportu 
nity to win the following Bottle Trophies: BT #085 and #086 


ME® 


utscone: Rescuing Ameena! At the end of this event, the 
ulomatically transported back 10 Peterny (Roger 
nl). EVENT TRIGGER: Defect 


1 then look for Ameena in 


BB 


BT 


ME® 


PA@ 


PA@ 


Cliff hits the Giont Crob 


The Inn is next to the gates. Rest ond heol there first before continuing your 


greot escope. 


Cutscene: Foyt’s Change of Heart. EVENT TRIGGER: 
immediately follows ME #29 


Look for o couple named Ruddle and Rumina in the second 
bedroom. When asked, give them directions to Kirka. AVAIL: 
Between ME #30 and ME #38 (before the beginning of the 
ylyph/Aquios War at the end of Chapter Two). 


Look forthe merchants, Ruddle and: Romina, in the.inn’s 
lobby. Continue guiding them to Kirlsa. AVAIL: Between 
ME #30 and ME #38 ot the end of Chapter Three. REQ: 


Must have chosen answer #3 during PA #22 


“ 


ero 


4 


PA 


This is the final PA in the Ruddle and Rumina story. Point 
them in the direction of Kirlsa. AVAIL: Between ME #30 
and ME #38 at the end of Chapter Three. REQ: Must have 
chosen either answer #1 or #2 during PA #23 


During the second meeting with Roger, he presents you 
with another money-making plan. If you toke him with 
you, he gives you a set of Ancient Books 


The Traum Mountains are a snowy mountain range that stretches between the cities of 
Airyglyph and Kirlsa. The jagged peaks and cliffs have made it difficult to cut just one path 
‘ through the mountains. 
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Blade Moster 57 12000 100 
Pit Tarantula 430 12000 300 


Venomous Pine 141 16000 500 


* Between ME #50-«#95 
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Shortcut to Bequerel 
Mountain Porth 
(after ME #52) 


GETTING STARTED 


CHARACTERS 

When you're ready to leave Airyglyph, exit 
through the gate and head to the horse-drawn 
cart at the end of the bridge. This is your 
escope vehicle! Of course, it’s no match for a 
squadron of dragon-mounted soldiers, so 
don't be surprised when you're dropped off a 
short distance from the entrance to Kirlsa. 
Just walk east to the entrance of the town of 
Kirlsa—and hope that the women driving the 
wogon make it away safely! 


BONUS DUNGEONS 


PRIVATE ACTIONS 


MINI-GAMES AND 
SUB-QUESTS 


Meet up with Nel's helpers outside 
the gates of Airygiyph. 


ITEM 
AND EQUIPMENT 


They can only take you so far before the Dragon Brigade catches up. - 
Fortunately, you're only a few steps away from the entrance to Kirlso._ 


Chapter One 


Chapter Three 


5 KX 
TTL bom 


goo 


Kirlsa is the home to Count Woltar and the Storm Brigade. Since the war between Airyglyph and 
Aquaria began, tensions have risen in Kirlsa due to the fact that many of its inhabitants were mem- 
bers of the Church of Apris, a religion now banned in Airyglyph. Its close proximity to the city of 
Airyglyph itself hasn't helped matters. 


PAIL, (PAE, PAD): (PAL 


emits: 


“IRON CURTAIN” GROCER 


Blueberries 45 Fol 
Blackberries 35 Fol 
Steamed Bun 200 Fol 


“IRON RAGE” OUTFITTER 


Silver Ring 1750 Fol 
Fresh Sage 310 Fol 


20 Fol 


“MASTER SLAYER” ARMORER 


(gE ORS SST a TR SE A SERIES PEST 
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Longsword 50 Fol 
Falchio us fF 
Geuntlet 55 Fol 


Scale Armor 200 Fol 


“Iron Maiden” Inn: 100 Fol/Night 


MAINJEVENT/®, FOLLOWING NEL UPGRADING EQUIPMENT 


After clearing the west gates, Nel takes Fayt and Cliff to a nearby Inn and leaves them to their own Kirlsa is the first town in which you can actually upgrade weapons and armor. Head to the “Master | 
devices while she meets up with her informants. This downtime provides an opportunity to look around Slayer” Armorer and plunk down some hard earned Fol for new stuff. However, if you can wait, don’t | 
town, explore the shops, and speak with the inhabitants. To continue the event, look for a Sermonic purchase a new Falchion for Nel, since you can pick one up easily. 


Old Man in the southwest corner of town, near the entrance to a boarded-up mine. He mentions the 
persecution that members of the Church of Apris faced at the start of the war. Next, head to the 


burned down temple north of the Inn and look for Nel and her informant by the old cemetery. 


“One day, the church in our town was suddenly 
surrounded by dozens of soldiers 
| to arrest the many followers of tt 
ed there The “Moster Slayer” Armorer sells good quality equipment, even if the soles- 


womon is a bit eccentric | 


RETURNING TO AIRYGLYPH 


If you refer to the Outline of Events, you'll find that a Private Action has opened up in Airyglyph. It 
is safe to travel back there through the Traum Mountains as long as you don’t get into any battles. ’ 
Seriously, the monsters that inhabit the area around the entrance to Airyglyph are a litle too tough 
at this point of the game. You can probably defeat them without dying, but you will likely spend a ; 
lot of Fol on Blueberries and Inn costs. There are better places to level up, like the Kirlsa Caverns or ' 


the areas around Arias. 


GETTING STARTED 


CHARACTERS 


WALKTHROUGH 


Then look for Nel ond her informont in this cemetery neor the west gotes of 
the city. 


BONUS DUNGEONS 

PRIVATE ACTIONS 

——————— 

MINI-GAMES AND 

SUB-QUESTS 

stage of the gome, they ore very difficult to defeat! _ - = 
TEM CREATION 


a 


ITEMS 
AND EQUIPMENT 


Chapter One 


Chapter Three 


Chapter Four 


Chapter Five 
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The Kirlsa Caverns are basically o huge network of tunnels connecting Kirlsa with the Bequerel 
Mountain Path. The Kirlsa Caverns are no longer used for mining minerals. Instead, the tunnels are 
used specifically for the hauling of materials mined in the Bequerel Mountain Path to Kirlsa for pro- 
cessing and refining. 


| te Beqoerl lone Pah 
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Cove Spider 096 600 68 Mines 
LOire Torantulo 137496 Mines | 
Earth Smosher 153 3600 163 Entrance 
| Giont Got 189408 Entrance | 

Hornet el? 600 68 Mines 
L Huge Spider 219 600 400 Entronce | 
Skeleton Knight 395 1406 &4 Entrance 


Water Reaper 998 600 68 Mines 


ACCLIMATING TO THE CAVERNS 


It takes a certain amount of backtracking to get through the first part of the caverns. When you enter, 
follow the tracks to the right and fully explore the area until you reach the Save Point and Healing Point. 
Since there is a boss lurking beyond the doors, prepare your party for battle and enter the next room. 


After defeating the Earth Smasher, pull the lever on the platform in the middle of the room, then leave 
by the west door. If you attempt to leave by the east door, you'll find that it is a one-way only door. 


Explore the west side of the caverns, then revisit the east side and the bank of machines. These There ore two one-woy doors in the Pull the level after defeating the boss 
machines summon various types of Hauler Beasts that you can use to travel through the mines to the Caverns; One leads into the boss to open up the Hauler Beasts’ stables 
chamber while the other one leads out. You need these beasts of burden to 


cavern’s exit in the north. travel through the Mines oreo. 


FARTH.SMASHER 


Once again, the surroundings 


should indicate the type of enemy 


you are about to face. The Earth 


Smasher is 6 standard, overgrown 


earth elemental equipped with 


spells such as Earth Glaive and 


Earth Storm. Both spells have 


decent range, so keep a sherp eye 


out for them and prepare to dodge 


Ouring this bettle, let Fayt and Cliff tend to the front lines, keeping the monster off-guard with their constant 


attacks [assigning Cliff's Sphere of Might to the strong, short position is perfect here), while Nel should attack 


from afar with her Fireball spell or her strong cannonball-type attack. 


Aside from the Earth Smasher, there ere additional dangers: the boulder hezerds. Boulder hazards are simply 


boulders thet roll through the battleground during the fight, causing damage and interrupting the attacks of 


those who get in their way [both enemy and allies). They are commonly found on any battlefield located near rocks, 


whether it be inside a rocky cave or on 8 mountain range. If you're going for the “No Damage" Battle Trophy, you 


must dodge these hazards es well as the Earth Smasher’s attacks 


GETTING STARTED 


THE HAULER BEAST PUZZLE CHARACTERS 


Once you defeat the Earth Smasher, pull the 
lever and return to the bank of machinery on 


There are five types of Hauler Beasts. They are: 


the east side of the caverns. Now it’s time to 


move onto the Mines section of the caverns. To 


access this area, you must summon a Hauler Steady Medium The default type of Hauler. Use this one to get | BONUS DUNGEONS 
to the end of the dungeon and pick up the 
Beast using the buttons on the machines. Read majority of the treasures in the Mines eres er 
through the online instruction manual before on Carefree This Hauler only turns right, except for when JR arar mais 
deciding which button to push. Examine the console to decipher the apm sd a aha ‘sical 
« buttons.urpose, Whimsical Medium This Hauler has no patience with commands, so MINI-GRMES AND 
you must let it go where it wants. However, it's SUB-QUESTS 
8 whiz at jumping end cen leep farther than =———— 
any of the other Haulers. Use this Hauler to ITEM CREATION 


collect item « 


Il-Natured This Hauler turns in the opposite direction you 

indicate, making it fun to comma ITEMS 

Aggressive High This Hauler, which is very fast, is capable of ANO EQUIPMENT 
busting through stone walis. Use this Hauler to 
bresk through all of the walls in the southeast BESTIARY 
corner of the Mines, then use the Steady 


Hauler to collect the treasures 


Chapter One 


Chapter Three 


SS 
Chapter Four 
a 


Chapter Five 


For the most part, stick to using the “Steady” type of Hauler. It gets you to all the treasures, as well 
as to the exit, which is the important aspect at this point. Use the “Whimsical” Hauler to get to Item 
#10, while the “Aggressive” Hauler can break down the walls that prevent you from accessing Items 
#6, 8, and 9. Unlike the falling rocks, wooden gates and other minor obstacles, these walls, once bro- 
ken, do not reappear so you can change Haulers and take the “Steady” one to pick up the treasure. 


Once behind your hauler, you are somewhat in control of where you go. You control the Hauler’s speed 
by pressing up or down on the analog stick. Stay at or near 20 km/h throughout most of the mine, 
slowing down or speeding up when necessary. However, the speed you choose is entirely up to you. 


When you reach an area where you can stop 
and explore, you'll be notified on-screen. Slow 
down to below 15 km/h and the Hauler will 
come to a stop automatically, When you are 
ready to continue your trip, just approach the 
Houler. 


All of the Mines’ treasures ore 
located jn these rest oreaos 


There are specific points along the track 
where you-can switch to another track going 
in a different direction. Press left or right to 
switche =" choose a track and make sure that your speed 
is below 25 km/h before you get to the actu- 


al switch. 


4 Limite OKT t 


You can only change the course of 
your trip ot these “Switch” points 


Jumps and falling rocks are the only obstacles 
that warrant notification. Speed up to 25 
km/h or higher for jumps and slow down to a 


crawl (Skm/h or lower) to avoid falling rocks. Warning! 


You can slow down to almost o stop 
to avoid some of the foiling rocks 


Obstacles cause a Hauler to become stressed, ruining its endurance. If its stress level gets too high (as 
monitored by the Stress Gauge at the upper-left corner of the screen), the Hauler will stop listening 
and make tracks for home. You can eliminate all of a Hauler’s stress by stopping at one of the rest 
stops along the way. 


Stress 


225%" j 


Walking through wooden fences or getting hit by rocks tends to stress out a 
Hauler. Sometimes these obstocles ore unavoidable, so you ore better off 
speeding through them, then walking slowly ond carefully. 


THE TRIP TO THE EXIT 


First, choose the “Steady” Hauler type. From 
the start of the Mines, set your speed to about 
20 km/h and pass by the first stop. Turn left 
and then right through the gate. You can stop 


here to recuperate stress or continue onward, 
Turn left and left again, being careful around 
the two sets of falling rocks. You can avoid the 
first set of rocks by slowing down to 5 km/h, 
but you may consider storming through the 


If your Hauler runs into the wall, 
don’t ponic! Just get it back to the 
main circle of track, then stop ot a 
rest oreo to reduce its stress level. 


second set. Bump your speed to about 25 
km/h while bulldozing through the next four 
gates. As soon as the “Switch?” sign appears, push left and slow your Hauler down to below 25 km/h 
as you make the final left turn into the exit. 


Don't worry if your Hauler gets too stressed or 
doesn't make the final turn. Just get the 
Hauler back on track, continuing around the 
center circle until you can do it all over again. 
Do not let the Hauler return to the station at 
the entrance, or else you will have to start 
over from scratch! If you can get back on 


track, stop the Hauler at one of the pit stops to 
If your Houler’s stress gouge reach- 
es 100%, the Houler collapses and 
immediately returns to the station 
at the entrance 


relieve its stress, then continue onward, Since 
you've already destroyed the blockades, your 
Hauler’s stress level should remain within nor- 
mal limits until you reach the end. 


THE OLD SOLDIER AT THE EXIT 


The exit to the Kirlsa Caverns is guarded by an elderly soldier named Gregory von Dermein Ill. Since 


he doesn’t know the latest goings on in Airyglyph, he doesn't prevent you from continuing your trav- 
els. If you need to go back through the Kirlsa Caverns to Kirlso, talk to him and he'll let you take the 
Hauler back to the entrance or he'll drive you there himself. 


"Oh, you're back. 
Do you want to drive yourself?” 


lf you choose to return to Kirisa via the Caverns, talk to Gregory. 


MAP COMPLETE This mountain path is the first of two paths between Kirlsa and Arias that you'll encounter during 
1/144 SCALE BUNNY . your time on Elicoor Il. However, because of the difficulty traveling along this path, it is rarely 
used, unless you are specifically trying to get to the Bequerel Mines, Kirlsa Caverns, or the 
Mountains of Barr. 
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Airyglyph Soldier 003 4100 192 Blade Moster 0s? 12000 300 


Albel [1] Ooms 26000 2600 Pit Torantulo 330 12000 300 


Demetrio 129 19800 17776 


Venomous Pine 44} 16000 500 
* Between ME #50-«95 


L24 Thieving Scumbag 243 1220 68 


Legion Oragon 255 6500 800 


Super Nobleman 49 1220 68 
* Between ME «20-950 


Shortcut to 
Traum 
Mountains 
(after ME #52) 
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Silver Ring 1780 


Blueberries 


Aquaberries 


3100 Fol 


Gooseberry Juice 
120 Fol 
10 Fol 


Brosdsword 


Long Dagger 


Steel Chain Mail 700 Fol 
Fresh Sage 310 Fol 
PART ONE: 


NEGOTIATIONS WITH CLAIR 


Upon reaching the gates to Arias, it’s time to fulfill part of your bargain with Nel. Although you don’t 
have to fully agree to help the Aquarians, you do have to sit through their sales pitch. Head to the 
large mansion in the middle of the small town and go to the Conference Room at the back of the 
house on the right. This is where you meet Clair Lasbard, Nel’s best friend and the commander of the 
Aquaria Runological Unit. After brief introductions, you are assigned a guest room upstairs (free rest 
and a Save Point) and dismissed for the night. At this point, you can explore the city, gather treas- 
ures, or shop for new equipment. When you're ready to continue, head back to the mansion and take 
a rest in your room. 


Arias is the closest city in the Kingdom of Aquaria to the Airyglyph borders. As a result, it has often 
been the target of the Airyglyph military. It has withstood these skirmishes in large part to Clair 
Lasbard’s capable command of the city’s garrison and the Aquarian runological corps. However, there 
is still concern that the city will eventually fall into Airyglyphian hands. 


t ) Cooking Ingredients (_) Perfect Berries (_) Multi-Flask 


“MOONLIGHT GAUNTLET” BAKERY 


400 Fol 


Apple Pie 


Cooking Ingredients 120 Fol 


“The Dozing” Inn: 250 Fol/Night (between ME #20-%61) or 500 Fol/Night [between ME 
*8/-295) 


The lodgings in the Mansion remain 
yours throughout the rest of the 
gome, This makes Arias o great 
stopover point during mony ports 


of this greot quest. 


The headquorters of the Aquorian 
military aren't hard to spot. They 


ore in the lorgest house in town. 


PAAT TWO: NEL’S 

. DANGEROUS MISSION 
Once you go to sleep in your guest room in the Mansion, the event continues. It seems that an 
important task has called Nel away suddenly. Cliff isn’t fooled by Clair’s dissembling and calls her 
on the mission’s true nature. It’s now time to rescue your rescuer! 


With Nel out of your party, it’s time to reassess your battle strategies, especially if you've been con- 
trolling Nel. If you are unsure, you can switch between Fayt and Cliff on your way to the Kirlsa 
Training Facility. To continue, leave the town of Arias by the west gate (across from the cemetery) 
and head southwest through the Aire/Kirlsa Hills. Once in Kirlsa, take the first left and head south 
to the south gate and the entrance to Granah Hills. The Kirlsa Training Facility is located at the 
southernmost tip of the Granah Hills. Beware of the challenges that lie within, though. 


A visitor in the night... 


rom the west gote. 


Bogle Saldier 075 1496 68 


L24 Thieving Scumbag 243 1220 68 


Super Nobleman 419 220 68 
| —MONSTER NAME sD HP. =— Aw 
MAP COMPLETE: Blood Monster 060 70000 5000 
Wiss SCALE BUNNY y Enforcer 158 82000 35000 


Pracioimer 346 65000 4000 


Transporter Point 
(this appears after 
ME#78 in Gemity) 


Both Airyglyph and Aquaria claim sovereignty over the stretch of hills 
that lies between Kirlsa and Arias. Each country wants this land for dif- 
ferent reasons. Airyglyph wants to plant crops in its fertile soil, while 
Aquaria wants to mine the area for its resources. However, at the present 
moment, both kingdoms are resigned to share the area. 
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To start this yourney, exit Arias 
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Chapter One 
The Granah Hills connects Kirlsa to the Kirlsa Training Grounds. Of all the lands in the Kingdom of 
Airyglyph, this is the only one suitable for agriculture. Of course, the areas flat enough to plant are 
small, few, and for between! 
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The Kirlsa Training Facility was once an abandoned fort before it was turned into the headquarters of 
the feared Black Brigade. Inside you'll find not only the quarters of these dangerous soldiers, but the 
cells in which hundreds of innocent men and women have been unjustly imprisoned and even killed. 
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Animated Ar 026 2640 120 
ck bg oer 052 15D SB canists 
Bogle Leader 067 2200 100 : 
vac Bo 2 de) ro 
Hyper Noblemon 220 2640 120 Stinger AND EQUIPMENT 
Shelby 391 $100 13616 * Between ME 264-265 
Soldier 901 1600 He 


* Between ME «22-0395 
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hapter Five 


THE DEAL WITH THE BLACK BRIGADE SOLDIERS 


From the time you enter the Kirlsa Training Facility to the time you leave, you must fight three dif- 


ferent groups of Black Brigade Soldiers. Each battle features the same enemy, albeit in different num- 
bers, so the strategy you use for one should suffice against all of them. 


The first two battles, at the entrance of the facility and the entrance to the elevator room (both on 
the first floor), pits you against a group of three soldiers. Even without Nel, these battles shouldn't 
be too tough if you leveled up your characters a bit during the journey to the Facility. Since the Black 
Brigade Soldiers appear in weaker form in the Granah Hills area, use a battle against them to gauge 
your readiness to enter the Kirlsa Training Facility. 


The Black Brigade Soldiers don't have any fancy special attacks and rely merely on brute force. 
However, they do seem to prefer to attack en masse, so don’t let either one of your characters get 
boxed in by them. You can use this tendency against them by attacking the squadron with Cliff's mul- 


tiple target Hommer of Might. 


Cliff gets caught between three 
Block Brigade Soldiers 


Fayt attocks strong with Blade of 
Fury 


The final battle against these soldiers takes 
place on the 4th floor-arena. Here you face a 
squadron of four. Since this battle is the prel- 
ude to the larger boss fight with Shelby, keep 
tabs on the amount of damage you take. Have 
one character on healing duty during the bat- 
tle to insure that you go into the Shelby battle 
with as much HP as possible! 


Shockwave delivers multiple hits and 


may knock down the target 


| SHELBY 


* The difficulty with this battle is the 
fact that it’s the second in a con- 
secutive series of fights, leaving 
you without an opportunity to heal 
before it starts. Unless you're try- 
ing to get the two Battle Trophies 
essocieted with the battle, it’s best 
to wade into the battle, focusing 
first on the entourage of three 


THE ELEVATOR 


The main goal in the Kirlsa Training Facility is to find Nel. However, before you can do that, you must 
travel up to the Kitchen on the 3rd floor to get the key to the elevator. It seems that the elevator shaft 
is isolated from the rest of the building by locked doors. Using the Cuprite Key, unlock the door on 
the first floor and take the elevator up to the top floor. The elevator is the only way to reach the 4th 
floor, which is where Tynave and Farleen are being held. The hope is that you'll run into Nel on the 
way there. 


The Stern Matron's Daughter is the 
holder of the Cuprite Key. Later on 
you will discover thot her nome is 
Mayu and she’s one of the Inventors 
you Con-_hire 


The Cuprite Key opens the locked 
door in the northeast corner on the 
first floor. Inside you'll find the ele- 


votor... ond a surprise! 


Of course, you're not the only one who knows 
that the elevator is the only way up to the 4th 
floor. When you return to its entrance on the 
Ist floor with the Cuprite Key, you find Nel 
cornered by a group of Black Brigade 
Soldiers. Defeat them to get Nel back in your 
party where she belongs! 


Nel 1s cornered! 


Black Brigade Soldiers before seriously fighting Shelby 


The soldiers are identical to the ones you've fought already. Shelby, on the other hand, ts @ bulked-up version 


of the standard soldier. His two special attacks are Ice Breath, which freezes its target(s} and Giant Swing, an 


electrically charged axe attack thet does multiple hits. If you get him between two of your cheracters, you may 


prevent him from pulling one of these off with the constant attacks. For this battle, try having Nel fight from the 


back lines, pelting the enemy with Fireballs or doing quick attack-and-run strikes with her long, strong attack 


Naturally, put her healing skills to use, keeping the two men on the front lines healthy 


CASUALTIES OF THE WAR 


Once you return to Arias after rescuing Nel, go to the house across 


from the church near the southwest gates of the city and talk to the 
family inside. The war is forcing them to pack up and leave their house 
for safer environments. If you return to this house between Main 
Events #25 and «26, you can see them leaving the house and city. What 
a tragic sight! 


Palmira Plains is a fertile plain that lies between Arias and Peterny. Its proximity to the river gives 


MAP COMPLETE the plain unparalleled fertility, as do the frequent floods that are responsible for recycling its soil 
1/144 SCALE BUNNY 


GETTING STARTED 


CHARACTERS 
Hempts 


Scorpion 379 2300 120 


BONUS DUNGEONS 
* Between ME 225-280 


PRIVATE ACTIONS 


MINI-GAMES AND 
SUB-QUESTS 


Blood Monster 060 70000 5000 


Enforcer 1S8 62000 35000 


ITEM CREATION 
Yuan-ti 460 22000 2000 


* Between ME «85-295 ITEMS 


AND EQUIPMENT 


Chapter Three 


Chapter Four 


Chapter Five 


GIGANTODAIVE 


400 Fol 


Apple Pie Pa 


120 Fol 


Cooking Ingredients 


THE FLOWER 


310 Fol 


SAINT LUCIA 


| eee Ee eee Ee 
Blueberries 


Aquaberries 


Blackberries 


SUMMIT STREET ARMORER (BETWEEN ME #26-#32) 


I EEE  —————————E 
750 Fol 


Besterd Sword 


Fine tlet 00 Fol 


Siluer Dagger 660 Fol 


Heavy Armor 950 Fol 


Anointed Chain Mail 3500 Fol 


SUMMIT STREET ARMORER [BETWEEN ME #33-«#95) 


elit | TOSS eee ee Es a ee eee 
750 Fol 


Basterd Sword 


Silver Dagger 660 Fol 


This walled city is perfectly positioned to connect the Sacred Kingdom of Aquaria with its two neigh- 
boring kingdoms, Airyglyph and the Sanmite Republic. As a result, Peterny is best known as the com- 
mercial hub of the Kingdom as well as the entire continent of Gaitt, 


MOCCOCCOZ 


ig 2 3 
4 j 5 6 7 
+) Aipe 9 


LOVE STREET 


SSS a SEE | Ss SE 
ER eee 


Loquat Juice 


3050 Fol 
3100 Fol 


Gooseberry, 


Variable 


Pomello Juice 


TWILIGHT HOUR OUTFITTER 


SL ST LC A SE OLY EE IS SOL NBS IEE, Ft 
EE ———————————————————E—_——E—E—E————————E— 
Compounding Elixirs 120 Fol 


edie 


1750 Fol 


Silver Ring 


Heauy Armor 


Anointed Chain Mail 3500 Fol 


Scholar's 8 


acelet 


Warrior's Bracelet 3250 Fol 


Fresh Sage 310 Fol 


“The Front Door” Luxury Inn: 300 Fol [if Nel is in your porty]/3000 Fol [if Nel is not 
in your porty] 


When you first arrive in town, Nel takes off to 
meet with her subordinates and Cliff chooses 
to look around town, leaving Fayt to his own 
devices. Take a look around the town, then 
return to the center plaza and approach the 
stoirs in front of the large Temple. This is 
where you meet Ameena, a young girl who 
looks almost exactly like Sophia Esteed. Like 
many young girls, her family and friends have 
been torn apart by this war between Aquaria 
and Airyglyph. As you continue to journey 
throughout this land, try to help her reunite 
with her best friend. 


AMEENA AND 
THE MAIDEN OF IRISA 


To trigger the event, relax on the 
steps of the Temple while waiting for 
the others to orrive. 


SIGNING UP WITH THE CARFTSMAN’S GUILD 


Peterny, being the center of trade and commerce in the Kingdom of Aquaria, is also home to the head- 


quarters of the Craftsman’s Guild. This is where wannabe inventors of all ages and races come to reg- 


ister for Guild services, which include the use of all workshops throughout the land and remote licens- 


ing and paging services throughout the continent of Gaitt via their remarkably advanced Compact 


Communicator. 


Weich Vineyard runs the show in 
Peterny. She'll be the main contact for 
all things concerning Item Creation 
throughout the rest of the gome. 


Registering ot the Craftsman's Guild 
nets you the Compact Communicotor 
and a new option on the Main Menu 
screen. Use this to contact Welch 
and Check.on-oll the new Invention 
information. 


While in Peterny, sign up at the Craftsman’s Guild if you want to start using the Item Creation mode. 


Item Creation plays a huge part in this game, so it’s important to register quickly so that you can start 


hiring Inventors, creating your own products, and so on. The Guild helps out by providing 1000 Fol in 
seed money so that you can renovate the workshop across the street. Use the 1000 Fol as directed to 


add a single line to the workshop so that you can start creating. 


Since the Peterny workshop only has Cooking 
equipment, you must invest your own money if 
you want to expand its facilities to any of the 
seven other types of Item Creation (Alchemy, 
Compounding, Crafting, Engineering, Smithery, 
Writing, and Synthesis). After you start recruit- 
ing Inventors, you can send them to any of the 
town-based workshops you've encountered or 
transfer them to the workshop in which you are 
currently working. For more detailed informa- 
tion on how Item Creation works, check out 
Chapter Seven, “Item Creation.” 


Welch walks you through your first 
upgrade to the workshop across the 
street, ofter which you're free to 
work on your own. 


Registering with the Guild also prompts the first of many “Inventors Available” 
announcements. Once a group of Inventors becomes available through the guild, 
you can attempt to hire them through Fol payments or the exchange of desired 
gifts. Each Inventor has his.or her own-price; it's up to you to determine the price. 


THE RETAIL RABBIT 


While on your way to the 
Duggus Forest after com- 
pleting ME «#26, 8 new 
retailer appears on the 
sidewalks of western 
Peterny. This young rabbit 
from the Lost City of Surferio sells a variety of goods on 
the streets. What exactly he sells varies based upon where 
you are at in the story. The 
trick to the Retail! Rabbit is 
that you have only two 
chances to talk to/buy from 
him before he decides to return to Surferio and his shop 
there. If you aren't careful, you could send him back home 
before he gets some really good items in stock. Talk to him 
on the following two occasions: |. After completing ME «30 


GETTING STARTED 
so that you can buy a Blaze Gun for Maria; 2. Once you return 


to Elicoor || during ME #78, so that you can stock up on real- 


ly good weapons and other stuff. CHARACTERS 


BONUS DUNGEONS 
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ITEMS 
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BESTIARY 


Chapter One 


Chapter Three 


Chapter Four 


Chapter Five 


a a om a NT 
Tn) © Lan © LnaN © Minn 
t ) Smithery Materiols (__) Perfect Berries 


Axe Beak 039 !oo00 600 


Horned Turtle 2/6 3600 60 


Legion Dragon 254 3000 192 


Moonshodow Clan Member 300 2640 120 


Water Strider 450 2600 120 
* Between ME «26-*80 


Basilisk O4l 45000 5000 


Myconid 304 95000 3000 


* Between ME «85-«95 


TWO SETS OF MONSTERS 


You may notice that there are two sets of enemies inhabiting the Sanmite Steppes. The first set (the 

easy set) lives on the Peterny side of the Steppes. The second set dwells in the highland across the 
bridge near the entrance to Surferio. These monsters are a little more fierce but easy to dodge if 
you want to head over to Surferio for a visit. 


The Sanmite Steppes is a semi-arid plain that runs between the Kingdom of Aquaria and the 
Sanmite Republic. Because of its proximity to the mountains, the altitude of the Steppes varies 
greatly, attracting different types of monsters depending on the area. Currently, this area seems 
to be overrun with thieves. Could they have anything to do with the Moonshadow Clan? 


MAP COMPLETE: 
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Blue Slime 
Bogle Soldier 
Chameleon 


Kobold 


Moonshadow Clan Member 
Moonshadow Clan Member 


Puppet Golem 


293 


30! 


HEMpLISt 


Compo 


iueoerries 


20 


Duggus Forest is home to many medicinal flowers and herbs, including the rare Palmira flower used in the creation of 
the popular Palmira’s Wishing Charm. This forest has recently become home to the Moonshadow Clan, a growing band 
of thieves that preys on the neighboring city of Peterny. 
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Chapter One 


CHAPTER TWO 
Chapter Three 
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Chapter Four 
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Chapter Five 


THE GRAPEBINO PROBLEM 


Upon first entering Duggus Forest, you are 
faced with a conundrum: Many of the paths 
are blocked by what appear to be sentient 
trees (they have faces, after all). Approach 
one and examine it. Nothing happens, right? 


The faces on these trees give them 
on eerie expression 


Keep exploring the forest and you run into a sickly Fairy who needs some super-fresh spring water 
to revive her spirits. Look for a glittering spring amongst the sulfurous and ordinary ones and bring 
her a drink. The condition of the springs are always changing, so when you find a glittering one, 
quickly grab the water. Examining the spring indicates what kind it is: Boiling springs are red in color 
and steamy; Gushing springs are greenish-blue and aquatic plants are visible growing down below; 
Glittering springs are bright blue in color and actually glimmer. 


The Foiry does not look good at oil! Give her a drink from one of the 


glittering springs. 


Once refreshed, the Fairy offers to act as a guide, revealing which trees are actually the hibernating 
Grapebinds. There are eight of these trees throughout the first two parts of the forest. Defeat them 
all for the experience points. They aren't that difficult, especially if Nel has learned Shadow Wave. 
Shadow Wave causes HP and MP damage, making it easy to “MP Kill” the Grapebinds in about three 
or four attacks. This is important because their special attacks can be quite deadly, especially the 
10-hit combo! 


The Fairy isn't fooled by the The Grapebinds ore tough in battle! 


Gropebind’s lack of movement 


WATCH OUT FOR FALLING ROCKS! 


The Falling Rocks area of Duggus Forest is 
aptly named, While venturing along the path, 
watch out for traps set by the members of the 
Moonshadow Clan. These traps are pretty easy 
to spot, so just look for areas where the path 
skirts alongside a low cliff or any elevated 
place where an enemy could store boulders to 
push down on unsuspecting travelers. If you 


Hug the cliffs and walk underneath 


the falling boulders 


get hit by any of these boulders, you're 


returned to the beginning of that segment of 
the path. To avoid the falling rocks, hug the 
sides of the path and especially the cliffs. 


Alternatively, you con try to dodge the boulders by ducking into the vegetation 
on the side of the poth os they roll by. ne 


AOGER S. HURLEY ra 


Halfway through the trek in the course of the 


Falling Rocks section of the Duggus Forest, 
you find the Moonshadow Clan’s Hideout. 
Inside the hideout is one Roger S. Huxley, a 
young Menodix from the nearby city of 
Surferio who's constantly getting into trouble. 
This time, young Roger decided to infiltrate 
the Moonshadow Clan’s hideout and steal 
something belonging to the Chief. When the 
bandits cought him, they locked him inside a 


Roger moy bea little guy, but he is 
determined to prove his worth in 


bottle 


cage until they had the time to deal with him 
further. Now that you are here, you can 
release him from his prison and adopt him as 
a member of your party. 


Ultimately, whether you choose to recruit him 
or not depends upon your personal prefer- 
ence. Roger S. Huxley is one of the four char- 
acters (along with Nel, Albel Nox, and Peppita 
Rossetti) who you can choose to fill the two 
alternate slots in your party roster. At this 
point in the game, Roger joins the party tem- 
porarily (until you find Ameena), so it’s worth 


Since Roger's position with your 


party 1s.only temporary, you might taking him on a “test drive.” Just remember 


as well take him along that you don’t have to recruit Roger when the 


opportunity presents itself later on. However, 
if you decide not to take Roger with you dur- 
ing this event, you will not have the chance to 
have him as a party member—either tem- 
porarily or not. 


(MOONSHADOW. CLAN MEMBERS 


This battle occurs in the middle of Main Event #28, before you free Roger 


from his cage. These Moonshadow Clan Members ere basically identical to 


the ones you fought earlier in the Grapebind area of the forest. Use sim- 


ilar tactics here as you used in the previous fight 


The Clan Chief is a beefed-up version of the Clan Members. He's pretty 
fast, but lacks the spells that some of the Clan Members know, making him 
less of a challenge. Have Cliff and Fayt keep him busy with their attacks 
while Nel cests spells from efer or tries to strike him with her magnificent 


Shadow Wave attack 


THE MISTY WOODS 


When you first enter the Innermost area of Duggus Forest, it is shrouded in an impenetrable white To dispose of the white fog, you must defeat the Mudman in the only passable niche at the north end 


GETTING STARTED 
fog. While this fog exists, you cannot enter any of the niches around the perimeter of the area. If you of the field. From the entrance of the area, head west, then turn north at the Grapebind. Once the jem 
attempt to do so, you will be thrust back to the middle of the field. white fog dissipates, you can access the entire field and complete your quest. 
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Don't try to explore this oreo while the fog is around. Just go straight for the After you defeot the Mudmon, the fog disoppeors 
Mudman's Jair. 


BESTIARY 


Wt 


(MUDMAN 


* The Mudman is another esrth elemental-type monster. This one takes the 


form of a human-shaped pool of mud that has decent speed and range—not 
to mention power. If a character gets smacked with the Mudman’s gigantic 
hands, he or she will incur massive damage. In addition, watch out for this 


boss's powerful whirlwind-type attack 


The Mudman’s special attacks consist of the Mudman Punch, Mudmen Blast 
Chapter Three and the Poisonous Punch. The two Mudman attacks drain the terget's Fury 
gsuge, while the Poisonous Punch can inflict poison on its target. To pre- 
Chapter Four vent these attacks from landing, constantly attack the Mudman. Defeating the Mudmen clears the thick fog from 


this innermost area of the Duggus Forest, making it possible to explore the area fully and find Ameene 


Chapter Five 


RESCUING AMEENA! 


After defeating the Mudman, head directly to the niche to the west of the Mudman’s spring. Ameena 
is here in the middle of a flower-filled grotto. During the cutscene, you are automatically transported 
back to Ameena’s home in Peterny. At this time, Roger leaves the party and returns to Surferio. After 
this event, you can go to Surferio and recruit the young Menodix for a longer—although still tem- 
porary—period. 


¢™’ 


After locating Ameeno, you ore automatically transported back to her home in 
Peterny. 


THE FAERIE TEAR 


Clone Generator 350 Fol 


Basi 20 Fol 
Sage 20 Fol 
Lavender 20 Fol 
Fresh Sage 310 Fol 


RAPID AABBIT 


Clone Generator 


Basi! 


Sage 


Lavender 


Fresh Sage 


“The Faerie Tear” 
General Store 
Inventor: Chilico 


The city of Surferio has an interesting history as the former 
capital of the Ancient Kingdom of Aquor, the kingdom that 
eventually split up to become the Kingdoms of Airyglyph and 
Aquaria, When the city sank into the sea at the end of the 
Aquor-Greeton war, it became home to a group of humanoids 
who ore suited to living underwater. At the present time, this 
city is part of the Sonmite Republic. 


AECAUITING ROGER 


After you rescue Ameena from Duggus Forest, look for Roger S. Huxley holding court on the residen- 
tial island in Surferio. To recruit him on a temporary basis, you must have taken him into your party 
during the events in the Duggus Forest. If you didn't, then you've lost your chance to recruit Roger at 
any point in the game! 


THE MECHANIZED SOLDIER 


On your arrival, Roger is bragging to his friends about his latest exploits. After setting him straight, 


you can have him in your party until the end of Chapter Three. Recruiting him has its advantages. When you first arrive in Surferio, examine the 
Roger has a set of Ancient Books that hint at the locations of seven rare items. You have until ME dilapidated robot in front of the Village Chief's GETTING STRATED 
#61 to find the items. You will run into six of them while completing tasks associated with the story- House. It is an old mechanized soldier that was 
line. The seventh requires that you to enter an optional dungeon way before you're actually prepared. used in the ancient Aquor-Greeton war and is CHARACTERS 
The items and locations are revealed in the following section. (For more detailed information, check an example of Greeton’s technological superi- 
out Chapter Six, “Mini-Games & Sub-Quests.) ority over the rest of their planetary neigh- 
bors. Keep this robot in mind, because you 
might be able to resurrect it later in the game Examine the robot to see a cutscene 
if you can get enough Engineers and a set of in which Nel explains the robot's BONUS DUNGEONS 
Blueprints. origins 


——— 


THE SAGA OF AUDDLE AND RUMINA PARTE ACTION 


At this stage in the game, you can start the Aumina and MINI-GAMES AND 


Seriously, it's a good ideo to recruit You'll Know when you find one of the Ruddle side-quest. Since this quest is key to opening up SUB-QUESTS 
ony of the eligible Elicoorians during seven treosures from the Ancient e s , 
the first port of the gome. Even if Book. Remember, these items only one of the best stores in the game, you should take it 
you never use them in more than one oppeor if you recruit Roger and get seriously. For complete coverage of this cool sub-quest ITEM CREATION 
bottle, it is o good ideo to see whot the set of Ancient Books. . . r - £ : 
they ploy like check out the “Mini-Games and Sub-Quests” and “Bonus 
Dungeons” chapters. Both chapters cover every aspect of 
ANCIENT BOOK TREASURES hig 
the Auddle and Aumina saga AND EQUIPMENT 
———— 
BESTIARY 
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This pleasant expanse of plains lies between Peterny and the Sacred City of Aquios. Follow the ancient 
tree-lined road along the riverside to find a small glade that’s home to the entrance of the Aquatic 
Gardens of Surferio. This narrow sliver of land would connect Aquios with the Sanmite Steppes and 
Surferio, if it weren't for the broken stone bridge at the end. 


TWO MAP COMPLETE PRIZES 
This area is unusual in that you get Map Complete prizes for completing the maps for each of the two Hemplis! C ) Magical Berries (_) Blackberries (_) Jewel of Alertness | 


areas. However, if you haven't won a Map Complete, the Surferio Annex piece is very easy to com- r ) Perfect Berries (_) Synthesis Materials 
plete because it is both small and uninhabited by monsters. Give it a try! The added speed boost that 
the 1/144 Scale Bunny provides is very handy in battle. MONSTER NAME (De HP Mp 
LI6 Ravitch 240 3784 3784 
[Mon Trop 2800002 
Ravitch 354 3608 9000 
Ce ee 
Wor Chameleon 446 3784 172 


* Between ME *30-«80 


0 eR EEE EEE —E—e 
Giant Moth 193 25600 2500 
Procioimer 346 65000 4000 


* Between ME «85-295 


ENTRANCE TOA HIDDEN DUNGEON 


The Surferio Annex part of the Irisa Fields is 
home to the entrance of the optional dungeon, 
the Aquatic Garden of Surferio. Refer to 
Chapter Four, “The Bonus Dungeons” for a 
walkthrough of this dungeon. It’s recommend- 
ed that you save this area until before or after 
your trip to the Shrine of Kaddan in Chapter 
Three of the game. At this point, you can han- Vie anise Barden of larforro con’ 


dle the enemies that dwell in the Aquatic be o deadly place if your porty isn't 
Garden with some ease. strong enough. Try tackling this dun- 
geon in Chapter Three.of the gome. 


The city of Aquios is located in the northern region of the continent of Gaitt. It is the capital of the 
Kingdom of Aquaria and home to the Queen and the Church of Apris. The city is built around the 
lovely Castle Aquaria. The castle serves as the home for the largest, most advanced runological lab 
in the kingdom, but also the Great Temple of Apris, a sacred site for devout pilgrims. 
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ERINIA'S HAMMER 


Bastard Sword 750 Fol 
Fine Gauntlet 700 Fol 
Silver Dagger 660 Fol 
Heauy Armor 950 Fol 
Anointed Chain Mail 950 Fol 
Battle Axe 600 Fol 
DIMA’S BREATH 
—LIEM —PRICE 
Compounding Elixirs 120 Fol 


Cooking Ingredients 120 Fol 


Silver Ring 1750 Fol 


Clone Generator 350 Fol 


Basi! 20 Fol 
Lavender 20 Fol 
Sage 20 Fol 


Fresh Sage 310 Fol 


AIRE'S BLESSING 


LTEM es). ee A ee eee 
Apple Pie 400 Fol 

Cooking Ingredients 120 Fol 

Aqueberries 15 Fol 

Solon's Guidance” Inn: 500 Fol/night 


A MEETING WITH THE QUEEN 


The whole purpose for coming to Aquios is to see the Queen. After completing your errands in town, 


head to the entrance of Castle Aquaria to meet with Nel. What happens next is the first of two “fol- 
lowing” exercises that you'll encounter in the game (the second one occurs during ME #52 with Woltar 
in Airyglyph Castle). Nel asks you to follow her to the Queen's Audience Chamber on the second floor. 
Unless you want to incur the wrath of your party through the PAs associated with this event, go ahead 
and walk alongside Nel. Follow her to the start of the staircase, followed by the second floor, then to 
the entrance of the Audience Chamber. Don’t worry about exploring the castle, yet; you'll have plen- 
ty of time after you meet the Queen. 


Nel asks you to follow her to the 
Audience Chamber on the second floor. 


It’s time for your oudience with the 
Queen. 


CASTLE AQUARIA: 
ELENA AND DION 
EVENTS 


You have two opportunities 


to see the power dynamic 


between Elena Frahm and 
her assistant Dion outside 


of the Main Events 


The first occurs on your 
first visit to the Castle. If 
you stop following Ne! on 
the second floor and talk 
to Elena a couple of times 
in the Runological Weapons 
Laboratory, you'll earn the 
disapproval of another 
character: her assistant 

Dion. On the plus side, you 

also get to see Elena chide OVO" 
Dion for being so rigid and 


inflexible! 


If you return to Aquios during your quest to obtain copper 
ore, you can witness another power struggle between 
Elena and Dion. Head back up to the Lab in the Castle and 
talk to Dion this time. 


AGREEING TO HELP OUT 


It should come as no surprise when Fayt agrees to help the Kingdom of Aquaria with their problems. 


However, it does start a new quest to complete. Now it’s off to the Bequerel Mountain Path and the 
Bequerel Mine. Before proceeding, however, check in with Clair Lasbard in Arias. She's providing the 
manpower and transportation for this mining endeavor. Look for Clair and the team at the north gate 
of Arias. Before you venture into this dragon-filled dungeon, make sure your preparation includes 
plenty of Basil and Sage since paralysis and petrifaction are a big problem in the Mine. 


When you're ready to go to the Bequere/ Mine, meet Cliff ond Miroge ot the 
entronce to the city 


MAP COMPLETE 
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On the Bequerel Mountain Path, near the fork that leads to Arias, lies the 
entrance to the Bequerel Mine. This mine belongs to the Kingdom of 
Airyglyph and used to produce enough copper to support the kingdom's 
finances. However, due fo excessive mining at that time, the copper ore 
has been stripped from all but the deepest areas of the mine. Complicating 
matters are the many dragons that have made the mines their own. Now 
it is said that only the most foolhardy would dare enter the mines! 
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Before you can enter the Bequerel Mine, you must dispatch the enemy sol- 


diers guarding the door. These flying troops can be deadly with their flam- 


ing breath attacks. In addition, their height sbove the battlefield puts 


them out of range of some popular attacks [like Nel’s Shadow Wave) 


Instead, use homing type attacks or Aerial jumps, or try freezing them with 


Nel's Ice Daggers attack or the similar Ice Needles spell. If you freeze one 


of them and hit him with @ physical attack, it’s instant death! It is a quick 


and easy way to get dispose of a pesky enemy! 


THE BRASS ORAGONS OF BEQUEREL MINE 


There are seyesal@octasions during which 
you're going to run into scripted battles with a 
group of Brass Dragons. The first Brass 
Dragons appear near the start of the dun- 
geon, behind an unlocked barred door. They 
hold the Lightstone, an important accessory 
for this dungeon. To acquire the item and 
move onward, you must defeat them. 


Although you hove the Lightstone, 
you connot prevent the attacks in 
this intersection 


Finally, the third Brass Dragon is found in the 
maze section of the first part of the Bequerel 
Mine. You must chase it down and defeat it 
before you get the Key to Barred Door that 
lets you into the second part of the mine. 


Since these dragons are land based, you can 
hit them with any attack you choose. 
However, watch out for their ability to para- 
lyze opponents with their shock breath. If a 
party member ends up with this status effect, 
heal them with Basil or another Paralysis anti- 


The first group of Brass Dragons 
comes from the room with o borred 
door, north of the entrance. 


The second set of battles is against three mot- 
ley groups of Brass Dragons, War Chameleons, 
and Blood Bats in the dark intersection right 
after you leave the first Brass Dragon's lair. 
Once again, this is a scripted battle, so you 
can't escape it even if you're already wearing 
the recently acquired Lightstone to dispel the 
darkness. 


Foyt choses the last Bross Dragon 
through the moze. 


dote. You do not want to end up in a situation where multiple party members are paralyzed! In addi- 


tion, avoid those rolling boulder hazards! The Brass Dragons in this scripted battle also appear else- 


where in the dungeon. 


LIGHT PUZZLES 


The Bequerel Mine is a dark place. There are 
several torches in the first part of the dungeon, 
which you can light to help you on your way, 
but it quickly becomes obvious that you need 
something more stable, more reliable, and 
more portable! Enter the Lightstone! This glow- 
ing stone, which only Fayt can equip, gives off 
a faint glow and provides enough light to see 
the area immediately around you. To get this 
item, defeat the Brass Dragon that slinks out of 
the barred room north of the entrance. 


When your shadows line up, the door 
unlocks. 


The next light puzzle occurs in the final room 
of Part 1. Use the Key to Barred Door to enter 
the room, then extinguish all the light sources 
(i.e. unequip the Lightstone). Head into the 
darkness toward the exit on the north wall. If 
you approach this door with the Lightstone 
equipped, the door will close in response to the 
bright light. If this occurs, leave the room to 
reset the puzzle. 


Torches provide some light, but they 
aren't portable 


Light, and the absence of light, plays a large 
part in the puzzles that occur in the first two 
parts of the Bequerel Mines. The first puzzle is 
in the large chamber past the dark intersec- 
tion where the party gets accosted by three 
groups of dragons. Here you must light the 
torches, then stand between them and line up 
your shadow so that it connects the two torch- 
es in a straight line. When done correctly, the 
door into the maze section opens. 


Light of any kind causes this door to 
shut, When the room is pitch black, 
you can walk through the doors 
unseen. 


Upon entering the second part of the dungeon, you can re-equip the Lightstone but only for a short 
while! The next area features a similar light-based puzzle as the one you just solved. In the large 
chamber to the north of the entrance to the second part, you'll find three doors, each with a light 
source shaped like a dragon’s head. When you enter the room, all of the doors shut and you are 
plunged into total darkness. Head toward the middle of the room and look for a circular medallion 
on the floor. Step on the medallion to turn on the lights and open the doors. The doors in this room 
shut when hit with your shadow. The three light sources in the room create three shadows, so the trick 
is to turn off the two light sources near the doors you aren't going to use. This leaves only one light 
source and one shadow, positioned directly behind you, which makes it easy to leave the room with- 


out making the doors shut. You can even leave the Lightstone on for this puzzle! 


Once you've extinguished the lights by the two doors you aren't using, you con 
sofely walk through the one you wont 


Read the clue first, 4 Step on the medallion in the center 
of the room to turn on all the lights 


COCKATRICE 


Before you cen stert mining the 
copper ore in the heart of the mine, 
you must first defest the strange 
creature that lives there. The 
Cocketrice ts basically e giant fight- 
ing rooster. It uses mostly earth-type 
attecks and is immune to earth and 
wind-type attecks/weapons. In addi- 
tion, you will need to dodge boulders, 


so come prepered 


It's key to avoid petrifaction during this fight. Have some Sage in your inventory to cure anyone who gets stuck 
with this malady. If all three party members end up turned to stone, it’s Game Over! However, if the party keeps 


the Cockatrice busy defending itself from constant attack, you will hopefully bypass this status effect and win 


the battle in good time. 
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Look for the copper along the north wall. When you hit the seam, o cutscene 


storts. 


THE RETUAN TRIP 


Explore the heart of the mine freely for copper ore. Look along the north wall for a seam! When 
you find it, follow the train tracks out of the tunnel to the west to the Abandoned Factory located 
on an enemy-infested patch of land outside the mine. Inside the Refinery, there are two Aquarian 
soldiers standing guard over a couple of mine carts. Talk to the one on the right to take a nap, 
while the others work to refine and pack the copper for the trip back to Aquios. When you awake, 
talk to the soldier on the left to take the mine cart to the mine entrance so that you can help guard 


the wagon full of copper. 


Do you want to take the hauler 
to the exit?” 


After a short rest, toke the hauler bock to the mine's entrance. __ 


Surely you didn’t expect the trip home from 
the Bequerel Mine to be easy? Before you get 
too far away, a group of Airyglyph Soldiers 
appears backed up by the fierce Demetrio. 
Further down the path on the way to Arias, 
you run into Albel Nox. These are tough bat- 
tles, made worse by their close proximity to 
one another. Since there is a break in between 
the battles with Demetrio and Albel, heal your 
characters with items or head back into the 
mine and use the shortcut to return to the 


Abandoned Refinery where you can rest for free. 


if you sustained a lot of do 


age 
ring the fight with Demetrio, take 
the hauler bock to the Refinery and 


rest before returning to Arias 
> 4 _ 


After clearing the way of enemies, head to Arias 
and check in with Clair and the others before 
continuing back to Aquios. 


At the end of the bottle with Albel, it 


becomes even more important to get 


back to Aquios with the copper. 


PAIAYGLYPH SOLDIERS 


This is the first group in a series of two consecutive battles, so watch 


your cheracters' HP snd MP. The Airygiyph Soldiers are similar to the 


other soldier-type enemies you've faced. They are all brawn with no 


special spells or attacks. Have Nel pick off the soldiers from a distance 


with Ice Daggers, while the boys close in with their favorite attacks 


When you get down to one enemy, start healing so that your entire 


party ends the battle in decent shape! 


TAIO AND HIS TWO LEGION DAAGONS 


The Legion Dragons are basically identical to the two you faced at the 


start of this trek, while Demetrio is the beefed-up version. The diffi- 


culty in this fight lies in the fact that these flying soldiers can be dif- 


ficult to hit. Use homing spells/attacks like Nel’s Ice Daggers or moves 


that can knock the dragon mounts out of the sky. Dispatch the Legion 


Dragons first, then gang up on Demetrio. Watch out for their Searing 


Breath attacks and the Master Combo 


GETTING STARTED 


CHARACTERS 


Albel ts tough! He's very fest and has two powerful special attacks: Charge 


and Air Slash. Once again, take out the entourage first [so that they don't 


impede 8 group attack against Albel), then try to squeeze Albel in between 


your three characters. If you can keep him hemmed in and reeling from con- BONUS DUNGEONS 


stant attacks, then you can pile on the damage without fear of him getting 


awey and turning the tide 


PRIVATE ACTIONS 


MINI-GAMES AND 
SUB-QUESTS 


It's quite tough to get the Battle Trophy associated with this battle. To do so, 
BLACK BRIGADE make lots of MP damaging bombs. With only 2600MP. this 1s Albel’s Achilles heel! 
SOLDIERS 


However, the lack of @ good Engineer will limit the strength of the bombs. Stick with the EM Bomb MP or—even bet- 


ter—the EM Stun Bomb MP which stuns the enemy in addition to causing MP damage. Next, force all characters to ITEM CREATION 


manual and choose one to control. In other words, only one character can participate in the battle and, to be safe, 


ITEMS 
ANO EQUIPMENT 


you should use your bombs to kill the entire group. If you get this Battle Trophy, you really are a master player! 
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Chapter Three 


Chapter Four 


Chapter Five 


PREPARATIONS FOR WAR 


Back in Aquios, it’s time to stort preparing for the wor that is soon to come. This is 0 good time to clear 


up any loose ends by catching up with Private Actions, recruiting Inventors, etc. Once you check in with 


Clair in Arias, your freedom of movement is corralled until the end of the Airyglyph-Aquaria wor. 


Two old friends appeor oat the 
entrance to Aquios upon your return 
from the Bequere! Mine 


Look for Dion to mention the reap- 
peoronce of someone from his post 


ADAAY LASBARD 


Before heading to Arias to join the army, return to the Queen’s Audience Chamber one last time. Here 


you'll meet Clair’s dad, the infamous Adray Lasbard. Adray is a fierce Runologist warrior, who com- 
bines his vast knowledge of magic with a love for swordplay. Unfortunately, his unbounded enthusi- 
asm tends to put people off and the powers-that-be in the Aquorian military try their hardest to send 
Adray on missions that require him to be out of the country for long periods of time 


The voice that seems to strike terror in the heort of the Queen's advisor. 
At this point in the game, you con recruit him 
ona temporary basis. If you need a dedicat- 
ed magic user, then Adray’s your mon. The 
most compelling reason for taking Adray now 
is that you hove to if you want to see the cou- 
pled ending with Adray. If you don’t add him 
to your party here, or you miss the scene alto- 


gether, your next shot to recruit Adray comes 


How con you refuse that foce? 


in Chapter Five. 


CHECKING IN WITH THE TROOPS IN ARIAS 


To start the Airyglyph-Aquaria War, head to Arias and speak with Clair in the Conference Room of the 


Lord’s Mansion. You are told to make preparations ond rest in the quest room. When you're ready, 
return to the Conference Room and tell Clair that “Yes” you ore ready. 


preparations 


After the briefing, prepore for your part in the upcoming bottle [think boss 
fight with Vox), then head up to your guest room and sleep. In the morning, tell 
Cloir thot you're ready to start the bottle 


VISITING DION ON 
THE EVE OF THE WAR 


During your preparations 
for war in ME #38, stop by 
and visit Dion near the 
southwest gate of Arias. 
Then you can see what the 


runologists are doing to prepare for the next day's battle 


GETTING ACROSS THE BATTLEFIELD 


The goal here is to travel from the Arias side of the 
battlefield to Vox’s camp by the Kirlsa Gates. Since 
you are going there to confront and, hopefully, 
defeat Vox, don't get cought up in too many battles. 
In many ways, this is easier said than done. The 
“fog of wor” is quite literal here, limiting your sight. 
During the first half of the journey, be on the watch 
for foot soldiers. The ones already engaged in bat- 
tle are no problem; it’s the ones looking for foes 
that you need fo guard against. As you drow closer 
to the Kirlsa Gates, keep an eye out for the telltale 
shadows of dragon-mounted soldiers. At this point 
in the game, if you've been keeping up with Private 


The area hasn't physically changed between the first time you visited here and now, during the war. 


However, during this one event a fog obscures your vision and tons of Airyglyph soldiers fill the field. ~ 
The slight change to your angle of view doesn't make the trip any easier. fi 


MONSTER NAME 1D HP. 


Chapter Two of the geme is capped 
off with 8 grand war between feud- 
ing countries and a big battle 
between two enemies. Basically, 
Vox is just a beefed-up version of 
his subordinete, the dragon- 
mounted Demetrio. Expect to see 
some old attacks slong with some 
new ones in this battle, including 
the old fevorite Searing Bresth end 


the new Stee! Rend 


First. you only have to fight Vox tn thts battle; he dismisses his entourage 
before the fighting starts. This means that you can concentrete all 
attacks on the big guy, using Nel to strike from afer with her Ice Daggers 
atteck and Feyt and Cliff to try to knock him out of the sky with their var- 
fous melee skills. Keeping Nel on the back lines also enables you to use her 
for healing purposes. If you keep pummeling him on a constant basis, how- 


ever, Vox shouldn't be able to do much. And even if he does get away from 


Fayt and Cliff, the use of homing attacks [like Ice Daggers] continue to pile 


on the damage unti! your front line gets close enough to engage him again 


The bottlefield is crowded with 
fighting soldiers. The closer you get 
to the Airyglyph side, the more dan- 
gerous the troops become 


Actions and Inventory, you've probably traveled across the Aire/Kirlsa Hills enough to have the route 
memorized. If not, refer to the maps to avoid getting lost in the hills’ nooks and crannies 
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AFTERMATH OF | 


— 


MAP COMPLETE: N/A 


Cutscene: Dion's Promise. After checking on Dion, head out 
of the castle to Ameena’s room on the second floor of the 
Inn. Then, return to Dion's Room in the Castle to see the 
end of the event, EVENT TRIGGER: After woking, go to 


Dion's Room in the castle. 


Cutscene: Meet Maria Traydor. After the conference, head 
10 the Audience Room to speok with the Queen. At the end 
of the event, Maria Traydor joins the party permenantly, 
EVENT TRIGGER: Event continues automatically at the 
end of ME #40. 


Talk to the Gossiping Peddler about the flying ships. 
AVAIL: Between ME #41 and ME #46 


Pao 


PA® 


The stunning conclusion to the Airyglyph/Aquaria war has left everyone stunned and in disbelief. 
When Fayt wakes up, he’s back in his room at Castle Aquaria in Aquios. Before you can start 
explaining what happened on the battlefield to the Queen, you must deal with Dion and Ameena 
first. Start by checking on Dion in his room in the Castle, then venture into the city to check on 
Ameena in the Inn. 


Once the situation with Ameena and Dion 
draws to its sad conclusion, a new crisis arises. 
Head to the Audience Chamber in the Castle 
and find the Queen. 


Before starting the next quest, however, take 
some time to get your newest party member 
outfitted and ready to go. Maria Traydor is 
interesting because she has both melee-type 
attacks and mid-to-long distance gun attacks. 
In many ways, she is very similar to Nel; strong 
and powerful but not durable enough to with- 
stand the types of hits that melee fighters like Cliff and Fayt take with ease. In addition, it’s easy to 
create Cancel Bonuses with Maria right from the start. Simply set her Aiming Device battle skill in both 
the weak, long and strong, long positions and switch back and forth between the X button and the 
Circle button while her Fury points last. With Berserk mode on and a full Fury gauge, it’s possible to 


A new chorocter orrives. 


get her up to 250% or more with ease! 


PAGE 074 


Look for Moria in the Cemetery ond talk to her about Fayt’s 


— —_ Pere. BB Defeat the Crystal Statue, Get the Saint’s Stone. This 


enemy appears in two locations in the South Area of the 


Talk fo the Unrealistic Girl and ease her fears about the Shrine; th gama ea tpaes. 


wor. AVAIL: Between ME #41 and ME #61. 


Cutscene: There Be Trops Ahead! To get the Saint’s 
Amulet, which is needed to defeat the South Area’s main 
boss, defeat the two Crystal Statues and acquire the Saint's 
Stones that they drop. Then, follow the hallway to the south 
of the second Crystal Stotue room until you reach the room 
at the end. Affer the earthquoke reveals cracks in the wall, 
use the Disintegration Hammer to break open the wall to. 
hidden Workshop. Get the third Saint's Stone from the 
treasure chest in the Workshop, then ae the forge to 
<< make the Saint's Amulet, EVENT TRIGGER: Finding the 
Dafeot the Fring Kalght. wounded soldier in the second hallway of the shrine, 


Cutscene: Nel Opens the Secret Passage. Before entering 
the passage, get the Disintegration Hammer from the 
Priestess. EVENT TRIGGER: Enter the Great Temple. 


Unfortunately, Maria starts off her tenure with a very weak gun. Unless you can access the Retail 
Rabbit in Peterny and buy the Blaze Gun, you are stuck with her Microblaster until you either create 
one through Item Creation or defeat the Blue Zombie Dragon in the Barr Mountains and get the Pulse 
Gun. The Pulse Needle is easy to create using Fayt, Cliff and Maria (look for a cost around 1100 Fol), 
but the more powerful Photonic Blaster may be a stretch for your team’s abilities and pocketbook (the 
cost is around 5400 Fol). 


If you wont to use Morio in your porty right owoy, you con moke both of these 
weapons through Item Creation. Each one is a big step up from her defoult 
Microblaster. 


SECRET PASSAGES AND 


7 
tr =| =| 
MAINSEVENT/© STRANGE HAMMERS 


To access the Shrine of Kaddan, the Queen has given you permission to use the secret passageway 
that the Royal family uses. Head to the Great Temple of Apris and let Nel cast the spell needed to 


reveal its entrance. Before you descend the staircase and start this next quest, speak to the Priestess 
standing nearby. She possesses an unusual item that you'll need to get through certain spots in the 
Shrine: Disintegration Hammers. 


The Priestess by the entronce to the secret possoge hos on important tool to 
pass along 


Disintegration Hammers are special items that 
enable you to chip through cracked walls in 
both the Sealed Cave and the Shrine of Kaddan. 
To use them, press the Square button to call up 
the Disintegration Hammer window. While the 
window is open, a green outline appears 
around the “disintegrable” parts of any cracked 
wall you're standing by. If you don't see any 
green blocks, then you are not standing in the 
correct place (i.e. move around a little bit!) or 
you cannot break through the wall. 


The entrance to oa hidden room is 
reveoled! é 


The Disintegration Hammers are just the first 
in a series of three Disintegration tools. The 
hammers only work in the Sealed Cavern and 
the Shrine of Kaddan, and even then only work 
on specific walls. Areas on the map with treas- 
ure that requires the Ring of Disintegration 
cannot be accessed with the Disintegration 
Hammers. The Disintegration Hammers are 
one-use-only items and you can only carry 10 
of them at a time. The 10 Hammers given by 
the Priestess should enable you to do every- 
thing you need. If you run out, just look for the 


. 


When the Disintegration window is 
open, breokoble areas ore highlight - 
ed in.green, like the spot shown in 
this screenshot 


To break the highlighted block(s), press the X 
button and move out of the way. Disintegrating 
a block usually causes a chain reaction of 
falling bricks, rocks, and so on. If Fayt gets hit 
with any of the debris, the area is reset and 
Foyt returns to its entrance to do it all over 
again. Once the initial block and resulting 
debris dissipate, it is safe to enter the passage 
you've just uncovered. 


The Retail Rabbit in the Sealed 
Covern sells replocement 
Disintegration Hommers 


special Retail Rabbit in the Sealed Cavern to buy more. 


ELENA'S GRIEF 


After opening the secret 


passage to the Shrine of 


Kaddan, 


check on Elena in 


her office on the second 


floor before starting the 


quest. Undoubtedly, 


she's 


grieving after Dion's death 


and would appreciate seeing 


a cheery face. 


Cutscene: The Final Trap. Look for the Red Gem at the end 


Cy) Defeat the Crystal Cerberus. (Must have Saint's Amulet in ME@ 
inventory to inflict damage.) 
BT Battling the Crystal Cerberus creates the opportunity to win 
the following Battle Trophies: BT #91 ond BT #92. 
ME@ 


Cutscene: Another Earthquake? After the second earthquake 
ends, search for cracks in the walls and use the 
Disintegration Hammers to open up new passageways. 
EVENT TRIGGER: Exomine the middle chest in the pillaged 
treasure room in the northwest comer of the Middle Area 


Select four party members and have them battle four mon 
stors (Ghostly Hog, Unholy Terror, Dork Rider, and Stalker) 
in one-to-one combat, Win this challenge to receive the 
Anti-Stone Amulet. You can byposs this event altogether 
if you choose (toke the tunnel to the right). 


of the eastern hallway. This activates the moving blocks in 
the two middle rooms and opens the door to the Sacred 
Orb’s antechamber. EVENT TRIGGER: Read the plaques 
next to the door to the first Block Room. 


Cutscene: Ready for a Fight? The event's conclusion occurs 
upon reaching the entrance of the Shrine after defeating 
the Vendeeni Soldiers. EVENT TRIGGER: Approach the 
door to the Sacred Orb’s chamber. 


y ‘ 
(6s) Defeat the squadron of four Vendeeni Soldiers 


‘Ic 


ME@ 


Returning to Castle Aquaria from the Shrine of Kaddan 
unlocks Inventor Entry #4. You can now attempt to recruit 
Misty Lear (Mountains of Barr, Workshop), Lias (Airyglyph, 
“Dragon Breoth” Tavern), and Dejison (Airyglyph, Alley 
near Workshop). 


Cutscene: An Unlikely Partnership. During the lulls in 
Maria’s flashback, talk to everyone in the passenger cham- 
ber ending with Jessie, Maria’s mother, to continue the 
event. At the end of Maria’s story, return to the Queen's 
Audience Chamber in the Castle to witness the final part of 
the event. EVENT TRIGGER: Approach the Queen in her 
Audience Chamber 
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MAP COMPLETE: 
1/60 SCALE BUNNY 


The Sealed Cavern is part of the secret passage between Castle Aquaria and the Shrine of Kaddan. 


However, it has been a long time since the Royal Family took this path to the shrine and the dun- 


geon is full of monsters, hidden rooms, and broken machinery. To get to the shrine’s entrance, you 


need the magical Disintegration Hammers in your inventory! 


THE MOVING BLOCKS 


fro 


@ 


t ’) Lunor Tohismon (_) Blackberries (_) Anointed Chain Mail The Sealed Cavern looks like it hasn’t been used in a long time. The machinery key to progressing 
t ) Earth Shielding (_) Blueberries (_) Cooking Ingredients through the dungeon has been turned off, the entrances to key rooms have been bricked over, and 


handy doors are shut and locked from the other side. Note that the levers for the non-functioning 
machinery (which takes the form of moving sets of blocks) are hidden in statues of ancient soldiers. 


—MONSTER NAME _ ie _ 


+. el The first lever is in the northwest corner of the Bronze Brute room. This lever turns on the row of blocks 
suspended over the hallway in between this room and the entrance. After turning on the blocks, return 
to the entrance hall and go through the door to the right. Now you can walk across the line of mov- 
ing blocks to the next hallway. 

HP _ = 


With the Queen in your party, stop by Airyglyph and search 
for Adray on the cliff by the entrance to the Airyglyph 
Aqueducts. AVAIL: Between ME #47 and ME #50. 


Defeat the Sculpture Lord and the two Sculpture Guards, 
Obtain Poracelsus’s Table. 


The Aquatic Garden of Surferio is an optional dungeon 
You con attempt to clear it at any point after gaining access 
to Irisa Plains alter ME #30. However, due to the level of 


the enemies inside—especially the boss ju may want 


to hold off on entering the dungeon until before or after 
the events in the Shrine of Kaddan 


@ 


(MEO 


The first lever turns on this set of moving blocks. Wolk over the top of them to 
the plotform on the other side. 


Defeat Schweimer and two Legion Dragons. 


ME@ 


Cutscene: The Rules of the Game. Use the information pro 
vided by the statues at the stort of the dungeon to solve the 
three puzzles within. EVENT TRIGGER: Entering the 
Ancient Ruins 


Cutscene: Parched and Thirsty? To get through the Mosel 

Dunes, you must keep up your water supply. To do'so, run \ Cutscene: Peace Treaty? Get. the Aqua Veil from the 
from oasis to oasis and fill your water bottle at each stop: treasure chest inside the antechamber. EVENT TRIGGER 
If you foil to make it to an oasis in time, Foyt faints ond Entering the Round Table Room 

you are returned to the start of the dunes. EVENT TRIG- 

GER: Entering the Dunes 


Cutscene: The Queen Tokes Her Leave. EVENT TRIGGER 
Enter Peterny cfter finishing business in the Ancient Ruins 
of Mase! 


The second set of moving blocks obstructs the entrance to the final room of the Sealed Cavern. The 
lever for this machine is in a room that is hidden behind a cracked brick wall. To get there, you must 
pass through two more hallways with blocks moving up and down. When you arrive in a small room 
where another Bronze Brute monopolizes all available floor space, you'll know you're almost there. 
You need to turn on the two large blocks sitting motionless in the back of the room. Defeat the Bronze 
Brute (it’s difficult to dodge him), then head down the narrow hallway to the north and go through 
the door. This next hallway is guarded by two groups of Mages. Go ahead and defeat them, then start 


i i . isi i i n 
searching for the crack in the wall. Use a Disintegration Hammer to break through the bricks, the! Tiss sank oor Ws me Ge Ton TOME We Selena NE Gat a lacks ORT 


examine the statue to find the lever. After pulling the lever, revisit those two big blocks and slip under the entrance to the final/room. 


them and into the shrine’s antechamber where a boss awaits, 


8reok through the crack in this wall to uncover a hidden stoircose. Pull the 
lever at the bottom of the stairs to open o door into the first Bronze Brute 
chomber. Now you never have to walk over thot first set of moving blocks again! 


Kaddan. The Flying Knight, although not as buff as the Bronze Brutes, still 


packs quite a wallop if you get caught within its Sword Queke attack. 
However, its great weakness is its low MP. At this stage of the game, it should 


only take about three hits with Nel’s Shadow Wave to decimate this boss 


GETTING STARTED 


CHARACTERS 


FLYING KNIGHT 
° 
BONUS OUNGEONS 
7) This PA occurs if you decide to explore the treasure room ro Pay for a room ot the Inn, During the night, Albel will — 


This battle will get your blood pumping for the quest within the Shrine of 
Ss 
g 
> 
off the guard room or return fo the first floor instead of wake you up for the events of this PA, Your answer deter- 


Ac) following Woltor to Albel’s cell. AVAIL: During ME #52 mines whether or not Albel becomes the seventh perma- PRIVATE ACTIONS 


ES Entering the city of Airyglyph offer the events ot the nent party member in Chopter 5. AVAIL cen i? — 


Ancient Ruins of Mosel unlocks Inventor Entry #5. At this (atter recruiting Albel) and ME #61. MINI-GAMES AND 
point, you can attempt to recruit The Killer Chef (Surferio) ro SUB-QUESTS 
Cornet irypryph, “Tema” High-Goamty Armoret) ad : Eavesdrop while Nel speaks to Woltor about her father’s PAGE Ob ae 


Betodes (Mase! Dunes) death. At the end of the event, Nel obtains the Blades of 


Ryusen. AVAIL: Between ME #52 (after recruiting Albel) - ITEM CREATION 
and ME #6) ' Defeat the Blue Zombie Dragon. Get the Dragon's 
Cutscene: Albel Nox Joins the Porty. At the end of this event, . < Windpipe = 


Albel Nox joins the party tempororily (until ME #62) ITEMS 

EVENT TRIGGER: Approach the gates of Airyglyph Costle AND EQUIPMENT 
fro Offer to run an errand of the romantic sort for the King of Fighting the Blue Zombie Dragon creates the opportunity — 

Airyglyph. AVAIL: Between ME #52 (ofter recruiting to win the following Battle Trophies: BT #97 ond BT #98 BESTIARY 

Albel) and ME #61 


Cutscene: The Dragon’s Windpipe. Toke the Dragon's Windpipe 
. Find Albel and talk to him about the outcome of the war. to the Workshop and turn it into the Dragon Bone Flute 


AVAIL: Between ME #52 (after recruiting Albel) and ME #61 EVENT TRIGGER: Defeat the Blue Zombie Dragon, 


This PA occurs ff you decide fo. rush Woltar along or decide not 
to follow hitn to the guard room. AVAIL: During ME #52 


74 


Chapter One 


Chapter Two 


Chapter Four 


Chapter Five 


ME 


MAP COMPLETE: 
1/1 SCALE BUNNY 


Cutscone: Unusual Transport. Upon reaching the nest of 
Mini-Dragons, head south down the mountoin until you 
reach a cave. Follow the baby dragon to the cave’s end, 
then practice playing the Dragon Bone Flute in front of it 
EVENT TRIGGER: Stand beneath the dragon's shadow 
and let it pick you up and carry you fo its nest 


Play the “Hoppy” song on the Dragon Bone Flute (Circe 
button, short and weak) in front of the painting fo open 
the door 


The Shrine of Kaddan is the holiest of the shrines dedicated to the sun god Apris. It is the home 
of the Sacred Orb, an item of unsurpassed beauty and power that is the central artifact in the 
Church of Apris. As befits a shrine of such importance, there are many guardians and traps 
constructed to protect the Sacred Orb. Be careful during your travels, as the Vendeeni are the 


least of your worries. 


TEMA ) conzaurana tims @)z2000 Fa 


OWT ae (5) Ripe Berries (6) 
PS aueberes Cuvee a hare C) 


Cutscene: The Secret of the Relief Paintings. To open the 
passage fo the Urssa Lavo Caves, you must light all of the 
squares that comprise the cross. Open both of the doors to 
the north. (To open doors hidden behind the paintings 
play the song that matches the picture’s mood.) After 
doing so, use the Dragon Cranium from the middle of the 
cross. EVENT TRIGGER: Stand in front of the Relief 
Painting on the north wall of the chamber 


Cutscene: Experiments on Dragons? Get the Dragon 
Cranium from th of dragon parts. EVENT 
TRIGGER: Enter the laboratory 


Defeat Robin Wind. 


ce 


The battle with Robin Wind provides the opportunity to win 
the following Battle Trophies: BT #99 and BT #100 


Cutscene: The Bunny Statue, Search behind the Bunny 
Stotve for the Rabbit Ears Key, Use the key to unlock 
the door to the northwest, Follow the path through the 
steam until you find o door to o small hut. Pay the Bunny, 

illo, at least 10,000 Fol 10 make o Ring of 
Disintegration, Get the Disintegration Bombs and the 
Gutsy Bunny accessory. EVENT TRIGGER: Examine the 
Bunny Statue 


ME® 


Get the Glowstone from the ice-blocked room just off 
the entrance 


Cutscene: The Ring of Disintegration. Getthe Ring of 
Disintegration and use it to remave the stalagmites 
blocking the entrance to Croselt’s lair. EVENT TRIGGER 
Bring the Glowstone to Vanilla. 


Cutscene: Embassy to the Marquis. To clear this event, you 
must defeat Crosell twice in a row. At the end, you are 
automatically transported to Aquios. EVENT TRIGGER 


Enter the Lair 


Defeat Crosell (two-part battle) 


Battling Crosell creates the opportunity to win the follow. 
ing Battle Trophies: BT #101 and BT #102 


Arriving in Aquios on the back of Crosell the dragon 
unlocks Inventor Entry #6. This makes it possible to 
attempt to recruit Mishell (Aquios), Gusto (Peterny, South 
Side), and Vanilla (Urssa Lava Workshop) 


ME@ 


Cutscene: The Elicoorians Strike Back! At the end of this 
event, all of the Elicoorians (Nel, Albel, Adray, and Roger) 
leave your party. EVENT TRIGGER: Talk to everyone 
who was in your party at the time of the battle with Crosell 
{Locations: Cliff (Castle, 1F Hallway); Maria (Castle, Great 
Temple); Mirage (Castle, Fayt's Guest Room), Nel (Castle, 
Nel’s Room); Adray (Castle, Clair's Room); Roger (Aquios, 
“Aire’s Blessing” Grocer); Albel (Aquios, Center of Town)) 
Upon doing so, return to the White Dew Garden, where 
Crosell awaits 


GETTING STARTED 


CHARACTERS 


BONUS DUNGEONS 


PRIVATE ACTIONS 


MINI-GAMES AND 
SUB-QUESTS 


ITEM CREATION 


ITEMS 
AND EQUIPMENT 


BESTIARY 


Chapter Four 
a 


Chapter Five 


——— 


These enemy units appear fre- 
quently in the Shrine of Kaddan es 
beautiful—but deadly—sentries 
The most important ones eppeer in 
the southern pert of the shrine 
right after you enter the building 
in search of the Vendeeni Soldiers 
Defest both of them to get the all- 


important Saint's Stones. You can 


then bypass the rest of the Crystel Statues located further ahead in the Shrine if you choose 


The Crystal Statues are quick end fast with their lances, fond of charge attacks and resistant to all elemental- 


based spelis and attacks with the exception of water. If you can dodge their attacks, you should be fine. Equip 


Fayt with his Ice Blade skill and Nel with Ice Daggers and the Crystal Statues should be history in no time! 


EARTHQUAKES LEAD TO CRACKS IN THE WALLS 


There are several locations on the map where there are supposed to be cracks in the walls that indi- 
cate the location of a hidden room. However, these cracks only appear after you've triggered a spe- 


cific event: an earthquake! 


+ | 


Before the earthquake after the earthquake 


There are two earthquake trigger points in the Shrine of Kaddan: one in the South area and the other 
in the Middle area. The first one is to the southeast of the second Crystal Statue chamber. Follow the 
“L-shaped hallway past the Vendeeni Soldiers (this is the only place in the South area where they 
appear) to the rectangular room at the end. Once inside, the room starts to shake and pieces of ceil- 
ing plummet to the floor. When the dust settles, examine the west wall to find a newly formed crack 
in the wall, Use a Disintegration Hammer to break a hole in the wall to uncover an alternate way into 
the locked workshop. Examine the walls in the two Crystal Statue chambers for other cracked walls! 


An earthquake [triggered by wolking around the room) sends pieces of ceiling 
falling to the ground. Don't get hit! 


THE SAINT AMULET 


The hidden workshop plays an important role in your trek through the South area. Defeat the two 
Crystal Statues to get the item they drop: the Saint’s Stone. There is even a third Saint’s Stone with- 
in a treasure chest in the Workshop. With all three stones in your inventory, approach the forge and 
Foyt automatically creates an item called the Saint’s Amulet. This item, which is simply held in your 
inventory, gives you the ability to inflict damage on the quardians of the shrine. You need this item if 
you want to defeat the Crystal Cerberus guarding the entrance into the Middle area of the Shrine! 


Approach the forge in the Workshop with three Saint's Stone items to create the 
Saint's Amulet 


THE CRYSTAL CERBERUS 


B First things first! If you don't have 


the Saint's Amulet in your invento- 
ry, don't bother trying to atteck 
this monster because you won't 
& inflict any damage. On the other 
hand, even with the Saint's Amulet, 
it is still difficult to knock off this 
g boss. The Crystel Cerberus is more 
sx then twice as powerful as the 
Crystal Statues you faced earlier. 
It is also resistant to a// forms of 
elemental-based spells and ettacks, which includes weapons with elemental attributes as well. Make the eppro- 
priste changes to your party's weapons and Battle Skills before entering bettie! This means thet you can’t use 
Fayt's Ice Blade or Blazing Sword, Cliff's Fiery Tackle or Hammer of Might, or Nel's Ice Daggers Battle Skills 


The Crystal Cerberus has the same atteck/speciel attack setup as the Crystal Statues: three basic attacks 
including 8 charge attack and the Tri-Spike special attack. However, these sttecks ere more powerful in this 


boss's hands, especially Tri-Spike. When you see thet attack coming, move out of its path immediately! 


To defeat the Crystal Cerberus, try to maneuver it between Cliff and Fayt in one of the two niches on the left 
and right sides of the battlefield. This prevents it from moving sround too much, dodging your party's attacks. 
In fact, its speed and mobility will likely be your biggest concern. If you can limit the effectiveness of its speed 
by pinning the Crystel Cerberus in 8 corner, you can more effectively concentrate your attacks. Otherwise, 
there's e good chence that many of your attacks will miss entirely, drawing out the battle and putting you more 
at risk. Once you deplete the Crystal Cerberus’ HP/MP by about two-thirds, prepere for its powerful Tri-Spike 
special skill, This attack sends out three freezing beems. If one of your characters gets caught in the blast, 
there is 6 good chance he or she will die, be frozen—or both—st the same time. For that reason, it’s good to have 


at least one charecter on partial healing/resurrection duty during the battle 


GETTING STARTED 


MORE EARTHQUAKES, 
MORE CRACKS 


Pn ee a i CHARACTERS 
The second earthquake trigger is in the northwest room of the Middle area, along with five opened 

treasure chests. Examine any of the opened chests to trigger the earthquake. This causes cracks to 
appear in the east wall of the treasure room in which you are currently located and the east wall of 
the room at the center of the floor. Break through the wall in that room and head northeast to find 


the entrance to the North avea of the Shrine. BONUS DUNGEONS 


PRIVATE ACTIONS 
Examine one of the opened treasure Return to the center room and break 
chests to trigger the second earth- a hole in the east wall to continue 
quake your quest 


MINI-GAMES AND 


SUB-QUESTS 


ITEM CREATION 


SS 
ITEMS 
AND EQUIPMENT 


BESTIARY 


In the next-to-last room, there's a statue 


looming in front of four doors. Examine the 
Chapter One = 
statue and read the plaque at its base. It says 
“Hold thy head high and prove thyself.” 
Chapter Two | Enigmatic words until you are asked to choose 
a single player to send to one of the four 


rooms! 


Chapter Four 


Chapter Five 


The Anti-Stone Amulet does just 
what the-nome implies: it protects 
the weorer from petrification 


First up is the Stalker in the leftmost room. 
This armored soldier is pretty slow. Send in the 
weakest of your four best characters, since this 
enemy is easy to dodge and run from if you 
need to heal or unleash long-range 


attacks/spells. 


THE CHALLENGE OF THE FOUR OOORS 


The North area of the Shrine is easy to traverse: you can basically walk straight through. Ignore the 
Crystal Statues guarding two of the rooms, if you want, as a greater battle lies ahead. 


To stort the chollenge, read the 
plaque on the stotue 


The challenge here is to send four party 
members into battle with the four enemies in 
each of the rooms ahead. By defeating all 
four enemies, you win the treasure in the 
chest on the other side: an Anti-Stone 


Amulet. 


Adroy hurls Ice Needles ot the 
Stalker before dodging to the other 
side of the bottlefield 


Second comes the Dark Rider. This is a more 
powerful version of the mounted soldier com- 
mon on the Kirlsa side of the Kirlsa/Aire Hills. 
He's a bit faster than the Stalker, but his 
attacks are limited to spear attacks. This battle 
is good for characters who possess some long- 
distance attacks, but can still withstand close- 


Fayt hits the Dark Rider with Blade range battle. 

of Fury 

MONSTER De HP MP 

Dark Rider e4 3000 0 No 
Ghostly Hag 185 93000 1000 North 
Stalker 410 9000 oof N " 
Unholy Terror 432 3000 1000 North 


The third enemy is the Unholy Terror, a ghost- 
ly creature who carries a large scythe. This 
enemy has the ability to warp around the bat- 
tlefield and its shockwave-type attack has 
good range. On the magic side, the Unholy 
Terror has Steal Life and Thunder Flare, which 
it only pulls out in emergencies. Try using a 
melee fighter like Cliff against this enemy, 


Cliff knocks the Unholy Terror out of 
its Steol Life attack 


because Cliff can cause damage and still with- 
stand the attacks from the Unholy Terror. 


The fourth and final enemy is the Ghostly Hag, 
another floating enemy. This creature is some- 
what sluggish and, with the exception of its 
Dork Hatchet attack, has a fairly short range. 
Try using Nel and have her pummel the 
enemy with her Shadow Wave attack. 


Shadow Wave does the trick every 
time, inflicting damage and knocking 
down. the enemy. 


After defeating the four enemies, your team 
regroups in the hallway on the other side of 
the rooms. Take your hard earned prize from 
the treasure chest and continue on your way. 
If you choose not to take on this challenge, 
you can follow in the Vendeeni’s footsteps and 
take the shortcut they carved out with their 
laser guns! 


If you don't want to toke on this 
challenge, use this shortcut post 
the area instead! 


DANGER LIES AHEAD 


To get anywhere in the final area of the Shrine, you need to read the plaques on either side of the 
door to the first maze room. The plaque on the left says to “Send in a fool to touch the red gem.” The 
word “fool” makes you think that touching the red gem might not be a good idea but, unfortunate- 
ly, if you want to get to the Sacred Orb chamber, you've got to! 


flead the plaques to learn what to do 

next indicated, you can't open the door to 
the Sacred Orb’s antechamber. 
However, it is o good ideo to clear 
the moze rooms Of all the treasure 
before going to the red gem 


If you don't touch the red gem as 


The red gem is housed in a room at the end of 
the hallway at the eastern end of the floor. 
Just follow the hall to the end, enter the room, 
and examine the large red gem. This not only 


After touching the red gem, return to the 
maze rooms and carefully head from entrance 
to exit, avoiding the sliding blocks. If you 
touch one of the blocks, you'll be returned to 


unlocks the door to the Sacred Orb’s 
antechamber, it also turns on the sliding blocks 


the door from which you entered, forcing you 
to start over again. 
in the two maze rooms that lead you to that 


chamber. The red gem is unmistokable in its 


glory. 


Avoid the sliding blocks while trav- 
eling through the maze 


DEFEAT THE VENDEENI SOLDIERS 


To clear the Shrine of Kadden quest, you must defeat the four Vendeeni 
Soldiers guarding the Sacred Orb. These soldiers are slightly more 
advanced then the ones you've encountered thus fer. They have 6 few more 


HP/MP and their quick fire attack now hes the ability to petrify targets 


Have someone in your party equip the Anti-Stone Amulet, if you won it in 
the optional four-person battle in the North Aree of the shrine. This is 3 
pretty standard battle. The easiest way to defeat the Vendeen: Solders is 


to hammer et each one individually with Nel’s Shadow Wave attack 


THE EMBASSY 


Once you return from the Shrine of Kaddan, return to the Queen's Audience Chamber in the Castle. 
There you learn of the Queen’s meeting with the King of Airyglyph, plus you receive your next mis- 
sion: escorting the Queen to the Ancient Ruins of Mosel. Heal your team and restock your inventory, 
then head out of town for, Surferio and the Mosel Dunes. 


The Queen's decision is final GETTING STARTED 


EIMER AND LEGION DRAGONS (Ke) 


Before you can get the Queen safe- 


5 


BOO 


| LEGION DAAGON 


DOO 


| SCHWEIMER 


ly to the meeting site, 6 rogue 
BONUS DUNGEONS 


@\ Dragon Brigade soldier decides to 
4 


———_————— 


teke matters into his own hands 


Look for the ambush when you PRIVATE ACTIONS 


reach the bridge dividing the 


MINI-GAMES AND 
SUB-QUESTS 


Sanmite Steppe 


ITEM CREATION 


f . Schweimer and his entourege should be a piece of cake after Demetrio and Vox. Teke out the two Legion Dragons 
‘ a! by his side, then focus on Schweimer. When you sre done with him, continue along to the peace meeting! 


ITEMS 
AND EQUIPMENT 


BESTIARY 


Chapter One 


Chapter Two 


Chapter Four 


Chapter Five 


THE MAN WITH THE MAP! 


Before you exit the Passage, talk to the Old 
Man of the Dunes guarding the exit. Aside 
from providing information on how to safely 
pass through the desert, he also offers to sell 
you a map of the Dunes for 10,000 Fol. 
Buying the map basically reveals the entire 
area on the map screen’s map. It is somewhat 
useful, although the oases are not highlighted 
in ony meaningful way. This makes it difficult 
to use the map, even at full screen size, to hop 
from one pool of water to the other. 


Listen to the Old Man's advice 
regording the importance of hydra- 


tion in the desert! 


The Passage from Parch to Plenty is a tunnel through the mountain that separates Surferio from 
the arid Mosel Dunes and the Ancient Ruins of Mosel. Travelers seeking the Sanmite Republic who 
cannot swim or fly must use this passage on their way. 


Aquoregia 029 7000 3200 


130 Mage 246 4928 1200 


fed Cockatrice 356 46000 550 


*Main Events */?-*80 


Enforcer Sg 92000 14000 


Necromancer 306 95000 32000 


"Main Events 285-295 


The Mosel Dunes is an arid desert located in the eastern part of the Sanmite Republic. It is rarely 
visited by human types and lacks the basic amenities. Your survival is in your hands. 


t ) Synthesis Materials (_) Smithery Materials 


[ ) Cooking Ingredients (_) Aqu ries 22400 Fol 


—MMRRSTER BOUE te Pe 
Aquaregio 023 7000 3200 


MAP COMPLETE: N/A Oragon Zombie 148 24000 2600 


*Main Events «/?-280 


So) re ae ees, ee eee 
Gas Dragon Zombie § 183 62500 6000 


Death Mosk 126 45000 6000 


Procloimer 397 62500 6000 
Hae *Main Events #85-»95 


b cane *\ he 7, 


fo VL | lati 


\ 
WATER REIGNS SUPREME 


Ve y 4 Until you obtain a certain item from the 


— 
oleae _ ™ oN Ancient Ruins of Mosel, you must risk heat 
» ( \ 7 exhaustion and extreme thirst while making 
ah | Z ° [Oasis] your way to the Ruins’ entrance. 
<<: o' 
Z 
/ 4 > ® 


4 ™ 


y N y 
yo \ 
° ® There's nothing worse than expiring 
—— °° 2 in the Dunes! 
~— \ 
) \ 


\ The way this works is simple: While in the 
Dunes, a water gauge appears on the left side 
of the screen. Your job is to replenish the 
gauge from the five oases spread throughout | cyaRAcTERS 
the Dunes while attempting to reach your des- 
tination. You can recognize most of the oases 
from afar by the fences or other bits of green- 
Your portly does not consume wate? ery around their perimeter. To refill the water 


while standing in it, which makes on gouge at an oasis, simply press the X button. 
oasis‘0 good place to catch your 


breath and gain your bearings. Just If you run out of water before reachi ng the 
remember to press the X button to 


refill the woter gouge! safety of an oasis, Fayt collapses and returns 
to the entrance of the Dunes! The best way to 

perch keep this from happening is to take some time at each watering hole to line up with the next oasis on | MINI-GAMES AND 

] \ the map, then run straight in that direction until you reach the oasis. Consider holding off on collect- S- GEST 

Z q ; ing any treasures until you receive the Aqua Veil from the Ancient Ruins of Mosel. Once you have z 

” ™S dia Aqua Veil, there's no need to worry about water any more. ITEM CREATION 


GETTING STARTED 


BONUS DUNGEONS 


PRIVATE ACTIONS 


ys rs 2 To Passage from ITEMS 
L ' Parch to Plenty AND EQUIPMENT 


The Ancient Ruins of Mosel mark the spot where the scriptures say the sun god Apris and the three 
moon goddesses flew off into the sky. The scriptures also indicate that the eight children of these 
gods often gather here in the sacred “Round Table” chamber. 


MAP COMPLETE: 
Chapter Four L 1/1 SCALE BUNNY 


Chapter Five 


("0 


| To Firewal 


Treasure does exist on floors BIF and 82F of the Auins, but you may want to woit 
until your secand trip to the Ruins in Chapter Five of the walkthrough before 
heading down to the basement to get them. First, you must have the Ring of 
Disintegration to access the subterroneon floors. Second. your charocters should 
be around Lu. $0 or higher in order to fight the bosic monsters thot room there 
However, if you wont the extreme challenge that this area presents [or you are 
trying to get all of the items in Roger's Treasure Hunt], skip oheod to Chopter 
Five of the wa/kthrough to get the item lists ond strotegres 


—MONSTER NAME _ {De ee.) ee 
CI ee ee 047 12800 300 
Oemonic Hound 134 a ear oer 777 350 
Enemy CT a a 
arr or ee Slime 358 14000 380 
*Main Events #49-#80 
MONSTER NAME IDs HP. = 
Convictor 108 $2000 14080 
Lesser Demon 257 1s0000 30000 
Stone Golem 415 300000 20000 


*Moin Events #85~-«95 


GRATER MME fe 
Amoebo Giant 22 220000 25000 
Auroro Monster 38 265000 212025 
Enemy L Current Rider 9 38000-3000 


Jorado 141 40000 3500 
Will-o'-the-Wisp 45) 37000 3700 
*Subterroneon Passage 
—~MONSTER NAME 10s HP MP 
Aquoregio 034 115400 50000 
Nova Blaze 3/7 §8000 6000 


Poisonous Lobster 333 is5000 12000 


Yellow Wisp 954 58000 4000 


*Deepest Reaches 


A STRANGE GAME OF CHESS 


There are three sets of statues arranged in a 
triangle within the initial chamber of the 
Ancient Ruins of Mosel. Stand in the middle of 
the circle in between them to hear an expla- 
nation of their purpose. You must view this 
cutscene to open the door to the main part of 
the Ruins. 


Pay attention to this cutscene to 
determine how to solve the puzzles 
throughout the Ruins. In fact, take 
notes! 


The puzzles that unlock certain doors in this 
dungeon are roughly based on the rules of a 


game commonly known as Rock, Paper, 
Scissors. The concept shown by the animated 
model is fairly simple. Each of the three pieces (Symbologist, Thief, Warrior) is strong against one 
piece and weak against the other. If you were to plot their relationships with one another in a trian- 
gular format, here's what you would get: 


eo @ 


SYMBOLOGIST) @i/ THIEF 


In other words... . 
The Warrior overpowers the Thief, but is easily conquered by the Symbologist. 
The Thief overpowers the Symbologist, but is easily conquered by the Warrior. 
The Symbologist overpowers the Warrior, but is easily conquered by the Thief. 


There are three puzzles that follow this for- 
mat in the Ruins. You must correctly solve 
each one to gain admittance to the Round 
Table chamber and the negotiations with 
Airyglyph. When you find one of these puz- 
zles, examine the statues and you'll receive 
the option to choose an opponent piece. 
Choose the one that you think will defeat the 


Exomine the statue to activate the 
puzzle 


black piece. 


If you choose correctly, your piece 
will decumote the other! 


Choose your piece from the list 


If you are having trouble solving the puzzles, the solutions are as follows. To defeat the Thief in the 
room to the west, choose the Warrior. To defeat the Warrior in the east room, choose the Symbologist.. 
Finally, to defeat the Symbologist in the ante-chamber to the Round Table room, select the Thief. 


THE WATER VEIL 


The most important item on the main floor of 
the Ruins is the Aqua Veil, which is located 
inside a treasure chest in the antechamber to 
the Round Table room. With this item in your 
inventory, you can travel through the Dunes 
without fear of running out of water. 


The Aquo Veil is like the camel of the 
Stor Ocean world. It holds more 
woter thon you could ever use! 


THE LOWER FLOORS OF THE RUINS 


The lower floors of the Ruins are sealed off by large stone tablets. No one knows what or who inhab- 
its that area, but rumor has it that a magical Ring of Disintegration is all that is needed to access the 
area and its treasures. However, once you get the Ring of Disintegration, you may want to hold off 
exploring this area. The monsters here are extremely fierce and you must defeat three difficult boss- 
es before you reach the lowest floor. We recommend that you wait until you return here in Chapter 
Five before venturing down below. 


GETTING STARTED 


CHARACTERS 


BONUS DUNGEONS 


PRIVATE ACTIONS 


MINI-GAMES AND 
SUB-QUESTS 


ITEM CREATION 


ITEMS 
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85 


thas EMBASSY AFTERMATH 


Agreeing to deliver the King's letter is only the start of this large sub-event. Once you give Elena the 
84 


Aa the ond ofthe meeting between the King of letter, she asks you to deliver a message of her own. Relay her message back to the King and await 


his response. 


Airyglyph and the Queen of Aquios, you are 
charged with a new task. Now you must escort 
the Queen to Peterny, then trek to Costle 
Airyglyph to pick up a new team member. 

After that, it’s off to the Mountains of Barr 
| where you and your mates get a chance to 


Chapter Two ° ; 
folk the Marquis of Dragons, Crosell, into Kajore you atart odventurmeg, dros 


off the Queen in Peterny 


helping out humanity. During this time, since 
MaidiMiiaas you must travel over most of the areas of 


Elicoor you know, consider catching up on your 
Private Actions and recruit any of the 


Chapter Four 


Inventors you've missed. 
rR PY ent 


"Arzy!? 
is that what you really call him?" 


Chapter Five 


THOSE ARROGANT 
NOBLES! 


After you finish the task of 
escorting the Queen, talk to 
the two nobles at the table 
in the lobby of “The Front 
Door” Luxury Inn. The 


The plot thickens, 


If you ore looking for a laugh [or need 


Prodigal Viscount Eli does 
not take kindly to being 
interrupted and says so 
quite bluntly. Lady Gina ts 


to be brought down o few pegs), try 
talking to the two upper-class patrons 


in “The Front Door” Luxury Inn 


Later on, after you win Crosell over to your 
side and return to Castle Aquaria, check back 
with Elena in her room to overhear an inter- 
esting conversation between the two ex-sweet- 


less critical, but she makes up for it with her condescension. hearts. 
Perhaps these nobles need to learn some of the manners that 


ikaiicuss you of lecking! But the story doesn’t end there. When you 
u ing! 


return to Elicoor Il in Chapter Five, check back 


with the housekeeper who takes care of the 
room designated for the Queen-to-be. 
Wedding plans ore in the air, but the bride 
might not be who you would think! 


PICKING UP ALBEL NOX 


The first thing you should do before heading 
off to the Mountains of Barr is to go to 
Airyglyph Castle and pick up Albel Nox. Albel 
Nox is Airyglyph’s chosen representative on 


THE SHORTCUT BETWEEN AIRYGLYPH AND ARIAS 


your embassy to the dragon Crosell. Upon The best thing about having Albel in your party is that it opens up a shortcut between Airyglyph and 


reaching the Castle, you are greeted by Count 
Woltar, who guides you to where Albel is 
being held. Follow him to the cell (or face the 
consequences!) and Albel joins your party on 


the village of Arias. Look for a Dragon Brigade soldier hovering outside the entrance to Airyglyph in ' 


the Traum Mountains. He'll gladly fly you and your party members to a point by the Bequerel Mine 
outside the entrance to Arias. This shortcut remains throughout the rest of the game! 


You'll never guess what happened to 


Albel after you defeated him! 


a temporary basis until the end of this 
Chapter 


THE BIG WEDDING PUSH 


Now that relations between the kingdoms of 
Airyglyph and Aquaria are thawing, King 
Airyglyph is starting to think of marriage. 
Specifically, he’s thinking of marrying his old 
childhood sweetheart, Elena Frahm. You can 
help bring this union about by being their go- 
between. Start by talking to King Airyglyph 
while you're in town picking up Albel Nox. If 


So, do you feel like playing match- 
moker? = you want to help, agree to carry a letter to 


Look for Albel’s friend outside Airyglyph or the Bequerel Mine to travel to the 


other location 


Elena in Castle Aquaria 


CHOOSING YOUR PREPARING FOR THE MOUNTAINS OF BARR QUEST 
SEVENTH PARTY Before entering the Barr Mountains, equip the three members 


of your battle party with Amulets of Freedom. The reason for 


MEMBER 


Once you pick up Albel Nox 


this is simple: The dragons that live in the Barr Mountains 


cen ceuse paralysis with their attacks. If more than one 
from the dungeon in Airyglyph 


Castle in ME #52, it’s time to 
start thinking about which of 


the Elicoorians you want to A midnight conversation in Peterny 
determines whether or vides immunity from paralysis, making it your best friend in 


member of your battle party gets hit with this malady, there 
is 8 good chance thet you will lose the battle or use up too 


many hesling/resurrection items. The Amulet of Freedom pro- 


be the seventh permanent ‘ x a = f 
character: Nel, Albel, or aR # neve ta y ug; this dragon-infested sree. You can make it through Item 
Roger. While there are obvious nit thot aye don’t stou.ot “The Front Creation or, if you registered the patent on the one you 
pros and cons to each char- Door” Luxury Inn in Peterny! found in the Bequerel Mine, you should be able to buy two 
acter, consider making the more in the stores 

utilitarian choice and go with 

the character you've used the 

most so far. If you are think- 

ing hard about Albel, the 

newest member of your group, 

remember that you have unti! 7 ; ] 
right before you take on mane | 
Crosell to make your final  . rt ot y =| hts Symbological itern's 


u see this cutscene, then Roger HA red gem sparkles at it 


decision. 


y member 


The six permanent members 

in your party are: Fayt, Cliff, Maria, Adray, Mirage, and 
Sophia. You pick up Sophia in Chapter Four, while Adray and 
Mirage take their permanent places in Chapter Five. You 
have no choice when it comes to these characters. 


Peppita appears again during Chapter Four, after the sev- 
enth slot has been filled. If you decide to take her on as 
your eighth permanent party member, you cannot recruit the 


Seriously, the Amulet of Freedom is the best way to level the playing field in 
other two Elicoorians that you left behind in Chapter Four. the Mountains of Borr region! Buy or make enough for all three members of 
your battle porty! 

Your choice is ultimately decided by your participation—or 

lack thereof—in two events. If you want Nel Zelpher to 

become your seventh permanent member, don't do anything. 

Specifically, don't participate in either of the events dis- 

cussed in the following sections. Basically, Nel is the 

default seventh party member, which is appropriate con- 

sidering the amount of time she spends in your party while 

you are on Elicoor I! GETTING STARTED 


If you want Albel to become your seventh permanent mem- — 
ber, simply participate in PA «4S and choose the second CHARACTERS 
answer (“Not really.”] when Albel insists that you hate him 

_——— 
By doing so, Albel appears during events at the Kirlsa 
Training Facility in Chapter Four and takes a permanent WALKTHROUGH 
place in your party. If you choose not to see this PA, or you —_— 
decide to choose the first answer ["! hate you.”), you can 


BONUS DUNGEONS 
recruit Albel as your eighth permanent party member when 


you return to Elicoor |! in Chapter Five. 


PRIVATE ACTIONS 
If you want Roger as your seventh permanent member, head 


to Surferio after ME «52 and enter Lucien’s house across 


MINI-GAMES AND 
from the shop. Helping Roger out of a tight spot with the 


SUB-QUESTS 
rival gang earns you a solid place tn his heart. As a result, 

tt 1s Roger who comes to help out during a certain event at 

the Kirlsa Training Facility in Chapter Four. This little ITEM CREATION 
scene appears only if you recruited Roger in PA « 2S and ’ 
only if you didn’t participate in PA «45 with Albel and chose ; j ITEMS 

the second response. If you've done either, then nothing AND EQUIPMENT 
occurs when you enter Lucien’s house. However, if you —— 
recruited Roger in PA #25, but elected not to see this 3 BESTIARY 
scene, then you can still recrurt him as the eighth perma- 


nent member in Chapter Five. 


MAP COMPLETE: 
Chepter Four 1/1 SCALE BUNNY 


Chapter Five 


The Mountains of Barr is a large complex of mountain paths, caves and even an ancient subter- 
ranean building. This area also contains the famous location of the Dragon Road, a path King 
Airyglyph | is said to have traveled to speak with the air dragons at the top of the mountains. 
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GETTING STARTED 


HIDDEN ENTRANCE TO THE BAAR CAVES CHARACTERS 


The Mountains of Barr is a fairly large area, so it helps to know where to go and when to get your 
laundry list of objectives completed. First, take on the Blue Dragon Zombie inside a cave at the top 
of the mountains. To get there, cut through the Barr Caves. Look for a hidden entrance on the left 
side of the waterfall midway up the path. 


BONUS DUNGEONS 


—— 


Next, head north through the caves and turn right when the tunnel dead-ends. Back outside, contin- 
ve heading north up the path past a dilapidated workshop. Turn left at the fork and follow the path | PRIVATE ACTIONS 
until you reach a Save Point. The first boss is located inside the cave: the Blue Dragon Zombie. — 


MINI-GAMES AND 
SUB-QUESTS 


ITEM CREATION 
ITEMS 
AND EQUIPMENT 


=—— 


Look for this entrance behind the The entrance to the Glue Dragon 


woterfall’s spray. Zombie's cave is under the waterfall. 


BESTIARY 


BLUE DRAGON ZOMBIE 


° The Blue Dragon Zombie is resist- 


ant to all elemental-besed Battle 
Skills and spells, so remove them 
from your characters’ Battle Skills 
line-ups. This creature can poison 


your characters with its Poison 


Bresth attack, so equip scces- 


sories that prevent poisoning, or 
stock up on some Aquaberries 

Chapter Four 
The Blue Oregon Zombie isn’t terribly difficult if you've prepared well for the battle. It's not very fast, but it’s 


Chester F Fire Breath attack hes a decent range. If Nel has learned her “Flying Guillotine” attack, set it to the strong, long 
vapter Five 


position and use it frequently. [If you're lucky, you can use it to get both Battle Trophies at once!] If not, rely 


on Shadow Wave to help your melee fighters defeat the monster quickly (2500 MP isn’t that much). As always, keep 
an eye on your characters’ HP! 


FORAGING THE DRAGON FLUTE 


After defeating the Blue Dragon Zombie, take The Dragon Bone Flute emits four different tunes depending on how hard and long you press the Circle 


the Dragon's Windpipe and head back down to button. Use the expressions on the baby dragon's face to learn how to play each song. 
the workshop you passed on the way up. 
Approach the workbench to turn the Windpipe 


into the Dragon Bone Flute. 


Use the workshop facilities to turn 
the Dragon's Windpipe into the 
Oragon Bone Flute 


To perform the “Hoppy” tune, press 
the Circle button short ond softiy. 


To perform the “Playful” tune, press 
the Circle button long ond softly 


PASSAGE TO THE DRAGONS’ NEST 


To access the next part of the Mountains, you 
must backtrack to the entrance of the Barr 
Caves beneath the waterfall. Head north and 
east up the mountain until you reach a gully 


filled with bones where a dragon flies over- 


To perform the “Sad” tune, press the 
Circle button short ond hard. 


To perform the “Angry” tune, press 


head. Stand beneath the dragon and eventu- the Circle button long ond hard 


ally it will grab you in its daws and ferry you 


to its nest on another peak. 


This dragon won't attack you, 
although its tight grip may make 
you wish otherwise. 


Upon landing in the dragon's nest, head down- 
hill past lots of baby dragons and porcupines. Practice playing the different tunes until you can do them at will. The Happy and Playful tunes are 

Ideally, you don’t want to kill many of them, 
but going on a rampage has no effect on your relationship with your party members. At the bottom 
of the hill you'll find a small cave inhabited by a strange looking baby dragon. It is here that you learn 


how to use the Dragon Bone Flute. 


the hardest until you determine what constitutes a soft button press. After mastering the flute, drop 
down into the Barr Caves through the chute at the end of the cave. 


THE TAPESTRIES AND THE DAAGON FLUTE Basically, you must illuminate the tiles that comprise the cross, then find the Dragon’s Cranium and 


offer it while standing on the middle tile. This causes the door to the Urssa Lava Cave to open 


The Dragon Bone Flute comes into play when you go to open the door to the Ruins of Barr. A large 


relief painting of a “happy” dragon blocks the entrance. The adjective “happy” provides a clue to Finding the Dragon's Cranium is easy. Return 


your next move. Pull out the Dragon Bone Flute and play the corresponding “Happy” tune. Do so 40 the entrance’ of the Rules ond lock for the 


correctly and the painting fades away, leaving an open door. Play the wrong tune and a dragon mate- painting of the angry dragon on the east wall. 


rializes out of the painting 


i | 
ie ne, OPS, 


Ploy the “Hoppy” song on the Drogon Bone Flute to moke the pointing of the 
“hoppy” dragon disoppeor. of them. There are two switches in the east and west wings of the Ruins. The final switch is in the last 


Open the door with the Dragon Bone Flute 
and explore the lab within. The objective you 
seek is inside one of the specimen jars on the 
shelves. 


You'll find the Dragon's Cranium only 
ofter you witness the cutscene by the 
large painting in the main chamber. 


Four of the tiles in the cross light up when you step on them, but you must find switches for the rest 


room in the north wing, past two dragon paintings. After turning on all the tiles, stand on the center 
This obstacle is common throughout the Ruins of Barr, with the most difficult puzzles featuring tap- tile and watch what happens 
estries that change from one expression to another, forcing you to play a series of tunes to make the 
painting disappear. You can identify the emotion(s) the dragon paintings express by examining them 
or by the color of the dragon's eyes. Angry dragons are red, sad ones are a grayish-blue. Happy drag- 
ons have yellow eyes and playful ones glow green. 


THE PUZZLE OF THE CROSS 


Once inside the Ruins of Barr, head into the 


Step on the switches to turn on With the Dragon's Cranium in your 

some of the tiles remotely. inventory and the cross’ tiles all lit, 
it’s time to stand on the middle tile 
ond open the door to the Urssa 
Lova Cave. 


main chamber (after opening the door with the 
Dragon Bone Flute). A large cross that is made 
of illuminated tiles is in the middle of the floor 
Approach the large dragon tapestry on the 
north wall fo find out about the next step. 


The teom looks ot the lorge relief 
ond ottempts to figure out their 
next move 


GETTING STARTED 


| ROBIN WIND 


* Before you can enter the Urssa Lava 


CHARACTERS 


S Cave, there's e small problem to sovle 
Robin Wind is ean interesting enemy. 
For 8 small little pixie boy, he’s very 
fest and very deadly. First, watch out 

& for his Rising Stream attack. This CORES CUNGEOES 
wind-based attack looks like a torne- 
do and it can inflict a lot of HP and MP PRIVATE ACTIONS 
damage. Thunder Flere is enother 

g attack to avoid. It traps its target in  ———— 

> MINI-GAMES AND 
8 sphere of electricity, and unleashes SUB-QUESTS 
constant bursts of damage. Aerial Slash is also nasty and puts the target in a confused state. If one of your 


characters gets below 50% HP, heal that person quickly to avoid death from either one of these attacks! 
ITEM CREATION 


To defest Robin Wind, try to control his movements. Stunning him is good, as is forcing him between attackers. | — 
He's so quick, though, that it is tough to keep him still for long. Try to knock him out of attacks or prevent him ITEMS 

from starting them altogether. Finishing this battle unscethed will be difficult, so if you are trying to get the “No AND EQUIPMENT 
Damage” Battle Trophy, prepare for 8 tough tesk SS 


BESTIARY 


Robin Wind's special attacks have good range and his bow attacks can go even further. Good counter attacks for 
this battle are Nel’s Flying Guillotine end Cliff's speedy Electric Fists or Fists of Fury. Also, stock up on Stun- 
type bombs before heading into battle. Use them to stun him whenever he starts one of his special attacks 


Chapter One 


Chapter Two 


MAP COMPLETE: 
1/60 SCALE BUNNY 


Chapter Four 


Chapter Five 


The Urssa Lava Caves are a series of lava-infested caves where the air dragons are said to live. 
The King of these dragons is the Marquis, also known as Crosell. However, explorers have also 
found strange, rabbit-shaped artifacts, leading them to believe that the air dragons aren't the 
only creatures that call these caves home. .. 
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THE RABBIT ARTIFACTS 


While exploring the Urssa Lava Caves, you can’t help but run into some rabbit-shaped artifacts. Take 


the door to the northwest, the one with a carving of a rabbit on the front. There's even a rabbit stat- 
ve in the southeast corner of the caves. To solve the mystery, take the advice inadvertently written by 
the Bunny and examine the back of the statue for a key. 


The Bunny inadvertently reveals the Examine the back of the rabbit stat- 


location of the key in its note. = ue to find the Rabbit Eors Key. 


Use the key to unlock the door, then follow the 
steamy path to the workshop hidden in the 
large crag. Inside you'll find the inventor 
Vanilla, who is « craftsman of unparalleled tal- 
ent. He knows how to create the one item that 
you'll need to get past the volcanic rock block- 
ing the door into Crosell’s Lair: the Ring of 
Disintegration. However, you must first pay 
him a fee and get him a required gem. 


Time for oa raod trip! oa 


Next comes the fee! Vanilla graciously lets you 
pay what you can for the Ring. You have your 
choice of three fees: 1,000 Fol, 10,000 Fol or 
30,000 Fol. If you have 10,000 Fol it is 
strongly recommended that you give Vanilla 
that amount. In return, you get the Ring of 
Disintegration and the Gutsy Bunny 
accessory as well. This item boosts the power 
and value of older, weaker enemies. While it’s 
not likely to be an item you'll use all the time, 
this is the only time and place to acquire it! 
If you pay 1,000 Fol, you only get the 
completed Ring. 


Vanilla's workshop is tough to find 
omidst gil that smoke and steam. 


First the gem! Vonilla.needs a glowstone to 
create the ring. The glowstone is located 
behind a large block of ice near the exit of 
the Airyglyph Aqueducts. Vanilla provides the 
Disintegration Bombs needed to break 
through the ice, but you need to return to 
Airyglyph to do the dirty work. Basically, 
Disintegration Bombs work only on ice. You 
can use them as much as you want in the 
Airyglyph Aqueducts to get into new areas, 
but they are worthless outside of that area, 


Seriously, 10,000 Fol at this point in 
the gome is nothing! Don't poy any 
more or ony less for the Ring of 


Disintegration! 


BACKTRACKING TO AIRYGLYPH 


After talking to Vanilla, head out of the Mountains of Barr and take the shortcut to Airyglyph. Head 


into the Airyglyph Aqueducts and use the Disintegration Bombs on the cluster of icebergs to the right. 


The treasure chest with the Glowstone is at the end of the hidden niche. 


The Glowstone is inside o treosure chest neor the Airygiyph entrance to the 


Aqueducts. Clear owoy the ice with the Disintegration Bombs and cloim your prize. 


With the Glowstone in hand, return to Vanilla’s 
workshop in the Urssa Lava Caves and give 
him the stone. Once you have the Ring of 
Disintegration, you can break through the vol 
canic rock covering the door to Crosell’s Lair. OF 
course, there are other things to do first! This 
is a great time to level up, catch missed Private 
Actions (this is your last chance to see any of 
the seventh member PAs!), recruit Inventors, 
and so on before fighting Crosell. 


With the Ring of Disintegration in 
your inventory, you can now get all 
of the blockaded treasure chests 


throughout the land! 


PREPARATION FOR THE BATTLE WITH CROSELL 


Before you leave the Barr 
Mountains area to get the 
Glowstone in Airyglyph, 
recruit the Alchemist 
Misty Lear using the Spirit 
Stone you found in the 
Ruins of Barr. Misty Lear 
hangs out by the Barr 
Mountains Workshop 


Give Misty Leor the Spirit Stone you 
found inthe Ruins so she con save 


her daughter's soul 


One of the reasons you 
haven't been given any 
advice about customizing 
weapons through synthe- 
sis or making cool things 
through Item Creation is 
because there really 
hasn't been 8 need yet. 
Misty Lear changes that 
notion. She is an important 


Orichalcum is a weapon's best 


friend! 


hire because she hes the 
remarkable ability to cre- 
ate the ore Orichaicum 
This material possesses 
two factors thet you will want to synthesize to your party's 
weapons: “ATK +500 [I}” and “Survive on Fury when incap (50% suc- 
cess]." The second factor ts nice to have and can prove to be 8 
lifesaver when it works, but the really key factor on Orichalcum is 
the “ATK +500 [I]." This factor, when synthesized to 8 weapon, 
increases the ATK stat by SOO points. Furthermore, the [I] indi- 
cates that you can refine the item with that factor [either the 
weapon it’s synthesized to or the ore itself) using “Specify Plan” 
and there's 8 good chance that it will duplicate. The “ATK +500 [1)” 
factor stacks, so the more you have on e weapon, the higher the 
ATK stat! 


To create this precious ore, use Misty Lear, Mackwell and 
Maria on a line in Original Creation mode and look for a cost 
that’s in the low 5000 Fol range. These three are the best 
Alchemists in the game so far and, if you have the Alchemist's 
Stone in your inventory [it’s located inside a chest in the 
Mosel Dunes area], it will boost your line's total talent points 
by 20, giving them more than enough telent to create the 
item. Save your game and put all of your signed inventors on 
standby stetus under Change Orders before starting Item 
Creation. This way, if the inventors fail to create the gem 
quickly, you can reload the game and stert again 


With the Orichalcum in 
hand, you can try to 
refine it through Specify 
Plan to duplicate the 
“ATK +500" factor or you 
can synthesize it imme- 
diately to a weapon and 
perhaps try to refine it 
then. Ultimately, what 


have end the state of your materials inventory. You should be 
able to synthesize st least one Orichalcum to the weapons of 
the three people in your battle party, or greatly improve a 
single weapon 


Morio’s Pulse Gun ofter refinement. 


you do with the ore depends largely upon how much Fol you 


GETTING STARTED 


CHARACTERS 


WALKTHROUGH 


BONUS DUNGEONS 


PRIVATE ACTIONS 


MINI-GAMES AND 
SUB-QUESTS 


ITEM CREATION 


a ———— 
ITEMS 

AND EQUIPMENT 
SS 


BESTIARY 


ol 


A SUGGESTION 
92 Try refining the Orichalcum once to duplicate the “ATK +500 [1)" factor, then synthesize it to Nel’s Blades of Ryusen weapon. Now refine the 
Blades of Ryusen until you duplicate the factor two more times, adding 2000 points to the weapon's ATK stat. At this point, you may be out 
of Fol, so you can’t do anything to your other characters’ weapons. It is recommended that if you attempt to beef up only one character's 
weapon, make sure that the weapon doesn’t have any elemental attributes associated with it or else all of your work will be rendered worth- 


less when you encounter some of the bosses in Chapter Five 
Chapter One 


= Now, let's deal with the ethical side of this issue! Is this cheating? Well, the reason it was suggested to focus on one character's weapon 


aotin't at this point is because it helps you with one battle [the upcoming showdown with Crosell) while not making things too easy when you fight 
apter Two 


some of the bosses in Chapter Four. 


Item Creation becomes a huge part of the game by Chapter Five and is @ much more interesting way of making your cheracters more 


powerful. In fact, by the time you return to Elicoor in Chapter Five, you should ensure that all of your battle party's weapons have been 
boosted by 1000 to 2000 ATK points. After a while, you realize it’s just a part of the game to be used as you wish. In fact, the last bosses 


Chapter Four 


in the after-game bonus dungeons can only be beaten with cheracters at the max level using weapons maxed out with synthesized factors! 
a 


Chapter Five 


CAOSELL 


If you've increased the power of 
your cherecters’ weepons with 
Orichalcum, this two-part battle 
may seem easy. If not, then make 
sure thet you have lots of healing 
"® (both MP and HP!) end resurrection 
potions. This battle is going to be 
tough! 


Much of the damage your melee 
fighters will incur comes from 
being stepped on by Crosell. The 
rest of the damage comes from 
Crosell’s Doom Raid attack. In this 
attack, Crosell jumps up and down 


sending large shockwaves across 


the battlefield. These shockwaves 
inflict both HP and MP damage and 
it is most likely that your party 
casualties will come from being MP killed. Make sure that you have plenty 


of Blackberries and other MP recovery potions on hand 


On the positive side, Doom Raid is set as 8 week attack, which enebles you 
to make good use of Anti-Attack Auras. When you see this attack coming, 
make sure your character is in a defensive position [1.e. standing still 


facing the direction of the attack] and there’s a good chance that your 


4 - 
> > i 
} 
Anti-Atteack Aura will block each wave of the attack. At this point, you ‘ a ' ae ee 
should have the ability to do Standard, 2-Way and Homing AAAs end any of 


the three settings will do fine. Crosell’s other special attack is the rarely 
seen Supreme Fire Breath. This is the mother of all breath attacks and, like 


the shockwaves of Doom Raid, should be avoided at all costs 


This is e!so a battle of endurance, Once you defest Crosell, he insists on an immediate rematch. Since you have 


no time to heal your cheracters in between fights, you must keep up on healing throughout the first battle 


Characters like Maria and Nel (ones with long-range shooting ability) have tt easy during this battle. Set Berserk 
on and try to set up long-distance Cancel Bonus combos like Aiming Device/Aiming Device and Ice Needles/Flying 
Guillotine. If Crosell is about to use his Doom Raid attack, get out of range. In addition, keep a close eye on your 
other party members’ HP and MP. Heal when necessary, especially when you think thet the first battle is about to 
end or, failing that, at the beginning of the second battle 


| Lower Deck | 


The Diplo is the flagship of the anti-Federation organization, Quark. Although ranked as a Diplomatic 
Flagship class ship, the Diplo has been modified extensively using diverted military parts to boost its 1... 


defensive and offensive capabilities. While it might not be able to stond up to a direct attack from a 
Battleship class spaceship, it can still handle itself in most skirmishes 


NEGOTIATIONS FOR THE 
PRISONER EXCHANGE 


Once aboard the Diplo, the negotiations with the Vendeeni start almost immediately. While plans are 
being finalized, make plans of your own. Since leaving Elicoor II, your party has dwindled to three 
members: Fayt, Cliff, ond Mario. Outfit them for the battles ahead, tweak their Battle Skills, and heal 
them in the infirmary on the Upper Deck 


To tri talk to all 14 including Mi li i 
0 trigger the departure cutscene, talk to all 14 crew members (including Mirage, Cliff, and Maria) on —— 


the upper deck and lower deck. Don’t be misled by Moria’s command that you rest for a while; there 


is no room allotted to you onboard the Diplo. After speaking to everyone, change floors and an Talk to the technician in the If you're having trouble getting this 

announcement comes over the intercom ordering the away party to the transporter room Infirmary for free healing. announcement to sound, go back CHARACTERS 
around the two decks and moke sure 
that you've found oll of the crew 
members. There ore |! on the upper 
deck ond three on the lower one. 


BONUS DUNGEONS 


(ME@ 


Cutscene: The Vendeeni’s Treachery. To continue the event, = 
return to the 4th floor. EVENT TRIGGER Defeat the first 
© group of Vendeeni Soldiers Cutscene: A New Enemy Emerges. At the end of this event, GIA TaaT SS 
ME Cutscene: Maria Returns to the Helm. The game switches to Sophia Esteed and whomever of the Elicoorians you chose 
Disc Two midwoy through this event. To trigger the ond of to become your seventh permanent party member in M WiNi-GAMES AND 
the event, talk 10 everyone on the Upper and Lower Decks (6B) Defeat Biwig and two Vendeeni Soldiers Chropter Thee (Albe, Nel, or Roger) oficial joins your 


of the Diplo. EVENT TRIGGER: Once on board the Diplo, party, At the end of the cutscene, talk to Commodore SUB-QUESTS 
go to the ship's Bridge Wittcomb ond Mario before heading to the Guest Room to —1 


1, EVENT TRIGGER: Continuation of ME #66 
Battling Biwig provides the opportunity to win the follow = boa hs ITEM CREATION 


ing Battle Trophies: BT #103 and BT #104 


Ask Cliff, infamous member of rebel group Quark, howhe fa" 
feels about riding in a Federation Battleship. AVAIL: After Ena aa 


ME@ PAGE 074 ME #67, before you rest in the Guest Room 
Cutscene: Rescuing Dr, Leingod. EVENT TRIGGER: Meet 


Moria ond the rest of the away team by the Transporter ME@ 
Room on the Diplo, Cutscene: Farewell, Elicoor. EVENT TRIGGER: Defeat Biwig Talk to Sophia about the events of the day, especially the 


revelation of Professor Leingod’s secret research. AVAIL 
(6B) Defeat the two Vendeeni Soldiers After ME #67, before you rest in the Guest Room: ; 03 


BESTIARY 


Chapter One 


Chapter Two 


Chapter Three 


Chapter Five 


MAP COMPLETE: N/A 


THE RETURN OF AN OLD FRIEND 


Back on Elicoor II, Fayt thinks he sees something out of the corner of his eye. It turns out to be noth- 
ing... or so he thinks. In actuality, as you will soon learn, what he sees is the figure of the character 


who will become your seventh permanent party member. 


Nel, Roger, or Albel makes his/her official appearance once you head back up to the Arena during ME 
#65, after the initial battle with Biwig’s guards. Unfortunately, like Sophia, your chosen pal sustains 


an injury that keeps him/her out of battle for a while. 


Remember, the character who joins you in this event is determined by your actions during the last part 
of Chapter Three. Please refer to the sidebar about choosing your seventh party member in the walk- 


through section for Chapter Three. 


xo While making preparations to go down to the Moonbase, 


visit Sergeant Gilm’s room. AVAIL; After ME #67, after 
you rest in the Guest Room. 


ME® 


Cutscene: Beaming Down to the Moonbase. After 
Commodore Wittcomb’s briefing, heod to the Aft Long 
Distance Transporter Room at the end of the Central 
Corridor. EVENT TRIGGER: Return to the Bridge after 
resting in the Guest Room 


Cutscene: Arrival on the Moon, EVENT TRIGGER: Using 
the Aft Long-Distance Transporter Room on the Aquaelie 


So who did you choose as your seventh party member? 


Of course, you won't be able ta use your old friend in the next battle. He or ) 
she officially rejoins your party when you return to the Diplo 


Defeat the Proclaimer. At the end of the battle, Peppita 
Rossetti temporarily joins the party. 


Battling the Proclaimer provides the opportunity to win two 
Battle Trophies: BT #105 and BT# 106 


Peppita works her magic on Leon in the Tavern, causing 
him to open up the treasure-filled storeroom 


Cutscene: Answers at Last! EVENT TRIGGER: Enter 
Professor Leingod’s Lab. 


ME®@ 


ME@ 


fo 


Cutscene: Return to the Aquoelie. At this point, you have 
the opportunity to make Peppita Rossetti the final perma 
nent member of the party. To leave the Moonbase, return 
to the Transporter pad. EVENT TRIGGER: Enter the Main 
Recreational Zone after viewing the film in Professor 
Leingod’s Lab. 


Cutscene: Attock Against the Final Line. EVENT 


TRIGGER: Once onboard the Aquaelie, go to the bridge 


Tolk 10 Sophia at her computer terminal, AVAIL: After ME 
#71, before you rest in the Guest Room. 


BLWIG 


OSo@ 


BIWIG 


OOO, 


[VENDEENI NI SOLDIER 


D iow well this battle goes 


\ depends largely upon the strength 
of the battle party. With the 


departure of the Elicoorians at 


the end of Chapter Three, you 
are left with Fayt, Cliff, and Maria 


If you relied on one or more of the 


Elicoortans [like Nel) during 


Chapters Two and Three, then it ts 


‘a likely that at least one of your 


, 


party members ts lacking in battle 


experience. However, if you used the basic triumuirate of Nel, Cliff and Fayt the whole time, then its only Maria 


you heve to worry about. Fortunately, there are plenty of Vendeeni troops on the third floor to train against if 


you want to level her up a little bit. The other good thing about Maria is that it is very easy to chain her Battle 


Skills into Cancel Bonuses. Set Aiming Device to both the weak, long position and the strong, long position and 


then—keeping her on the perimeter of the battlefield—alternate between the ¥ and Circle buttons 


The Vendeeni Soldiers are a mixed bag as an enemy, They aren't very fast and they don’t possess any flashy Battie 


Skills like some of the other recent bosses. They rely entirely on their guns, but that’s really all they need. A 


single, extended shot from one tends to cause enough damage to either severely wound one of your seasoned 


characters or outright kill a weaker one. The lesson from all this is to engage them at short range with your 


stronger characters and from e good distance with your weaker ones 


Biwig is basically an enhanced version of the standard Vendeen: Soldier. He has the seme basic ettacks and a 


couple of Battle Skills. He also has a scary amount of MP, putting MP killing as a tactic out of the picture. As with 


most boss fights, focus on eliminating the subordinates before concentrating on the mein boss. Heve Marie work 


on picking off the Soldier escorts from afar with Cancel Bonus-boosted Aiming Device attacks, while Fayt and Cliff 


try to keep Biwig too busy to pull off any of his powerful attacks. After disposing of the two soldiers, add her 
shots to the other two end finish Biwig off. Ultimately, though, the strategy you employ here will be based on the 


state of your party 


GETTING STARTED 


CHARACTERS 


BONUS DUNGEONS 


ME® Cutscene: Trouble Around Styx. After the cutscene, proceed " a 


to the Aft Long-Distance Transporter Room to teleport to the paar 
Shuttle, EVENT TRIGGER: Resting in Fayt’s Guest Room. IVATE ACTIONS 


MINI-GAMES AND 


SUB-QUESTS 


Cutscene: The Aquaelie Takes on the Executioners, At the 4 ¥. ITEM CREATION 


end of the event, exit the Shuttle through the. transporter. 


—————— 
EVENT TRIGGER: Transport on the Shuttle Calnus from 
the Aquoelie ITEMS 
AND EQUIPMENT 
————— 
BESTIARY 


Cutscene; Let’s Go to the Time Gate! After leaving the shut- 
tle, look for the Time Gate at the’north end of the area to 
continue the event, EVENT TRIGGER: Teleport to the sur- 
face of Styx from the Shuttle. 


Chapter One 


Chapter Two 


Chapter Three 


Chapter Five 


The Aquaelie falls into the Battle Class of ships. As one of the newest types of ships in the Federation's 
arsenal, it sports the latest defensive and stealth technology. Its arsenal isn’t bad either. Commodore 
Wittcomb, a highly decorated chief of the Federation forces, commands the Aquaelie. 


A NEW FACILITY 
The Battleship Aquaelie introduces 8 new element to the game: 
The Game Room. These are similar to the ones you encountered 
way back on Hyde IV et the Grantier Resort Hotel, except now 
you cen use them to access virtual versions of the Armorer, 
Outfitter, and Workshop in Peterny. These “Game Rooms” also 
eppeer on the Moonbase and in the town of Arkives. While you 
might not be able to use the Armorer or Outfitter very much, the 
Workshop is always useful, especially since you can still 
transfer any of the inventors you've signed to this virtual shop. 


SUMMIT STREET ARMORER 


it; | at SE Eee 
Bastard Sword 750 Fol 


Silver Dagger 660 Fol 


y Armo 


Anointed Chain Mail 3500 Fol 
ar Srecelet 3280 Fol 
TWILIGHT HOUR OUTFITTERS 
PESO OL SL TT TIT COSTE GE EL IEE ELE EL EERE LLL AISLE TOE EET LIES 
Gf); i te * ee Ee EE EEE 
Compounding Elixirs 120 Fol 


0 Fol 


Silver Ring 1750 Fol 


Fresh Sage 310 Fol 


TWO NEW PARTY MEMBERS 


In between the time you return to the Diplo and transfer over to the Aquaelie, two characters re-join 
your party on a permanent basis. The first is Sophia Esteed, Fayt’s best friend. Sophia is a dedicated 
magic user but, at Level 1, you'll need to spend some serious time training her. The second party mem- 


ber who re-joins the crew is the Elicoorian who rescued you during ME #65. From this point on, you 


only have one empty slot left in your party. (Mirage and Adray, party members #5 and #6, join your 
party permanently in Chapter Five.) 


Albel signals his intent to remain with the porty. 


TRIP TO THE MOON 


For the trip to the Moonbase and Prof. Leingod’s Lab, the party travels on the Federation Battleship 
Aquaelie. This large ship has enough room for everyone to have their own stateroom. This means that 
when the Commodore suggests that you rest for a while, you have a place to do so. It even comes 
complete with a Save Point. Remember its location (the first room on the right in the aft starboard 
residential corridor), especially when you need to move the action along! Just be sure that you talk 
to everyone before you go to sleep, for fear that you miss out on something cool! 


Healing is free when you go to the infirmary in the central corridor. 


= Go fo an armorer. 

~ Go to an outfitter. 

- Go to a workshop. 
- Stay here. 


You can visit virtual replicas of Peterny's Outfitter, Armorer, and Workshop 
through this VA terminal. 


GETTING STARTED 


CHARACTERS 


WALKTHROUGH 


MINI-GAMES AND 
SUB-QUESTS 


The Moonbase is the commonly used nickname of Federation Station #5, a multi-purpose facility 
te built in orbit around Earth’s moon, Luna. It is here in the center of the Research Zone that Fayt’s 
‘ parents built their research lab. 


Chapter One 


Chapter Two 


Chapter Three 


MAP COMPLETE: N/A 


temIList 


omer Magical Berries (_) Magical Berries 


GETTING STARTED 
Fe Moteriols a a a 

Loser Weapon (_) Aquaberries When you first arrive at the Moonbase, it 
looks pretty deserted. However, before 
long, you run into a familiar face. It seems 
that Peppita Rossetti and her family of cir- 
MONSTER NAME [Ds HP. MP cus performers are stranded on the 
Oestroyer 135 28000 1600 Moonbase with many of the other resi- 

dents. Look for them in the Auditorium. 


CHARACTERS 


BONUS DUNGEONS 


L2 Stinger 242 1§000 1800 


rr gern mm 
Shot is Peppito doing here? PRIVATE ACTIONS 


Proclaimer 344 50000 50000 


MINI-GAMES AND 


ROKUMONDO ANTIQUE SHOP SHOPPING CENTER SUB-QUESTS 


SS EL NESE NT 
TEMP ITEM CREATION 


Ceramic Sword 32000 Fol Physical Enhancer 800 Fol 
ITEMS 
Broad Axe 15800 Fol Analeptic 3000 Fol 
ai 
Magician's Rod 21000 Fol Sage 20 Fol 
é Gu Lavender 2 }] BESTIARY 

Ceramic Dagger 32000 Fol Clone Generator 350 Fol 

Fresh Sage 310 Fol 


Ablative Armor 33200 Fol 
Carbonite Armor 10000 Fol 


| THE PROCLAIMER 


* If you talked to any of the people 


holed up in the Auditorium, you know 
Chapter One |; that the Research Zones are under 


heavy guard by the Executioners 


RY The reality is that the Proclaimers 


Chaptetaaro " 
gf 7 v angel-like subordinates of the 
y Executioners, protect the entrances 
Ch ly 
a to the Research Zone. Which direc- 
g 
by tion you choose to take from the main 


Recreational Zone determines where 


you encounter this ominous enemy 


Chapter Five 


Proclaimers are interesting enemies 
CC -—— They are extremely powerful crea- 
tures capable of darting around the 
field with their Speed Hack spell or 
draining HP from your party members 
with Dark Sphere. The rest of the 
Proclaimer’s attacks cause both HP and MP damage, endangering your charac- 
ters on both fronts. If you have the Fol and materials, consider upgrading your 
characters’ weapons and srmor or even investing the Fol in refining your bet- 
tle party's weapons with Orichelcum. With 50,000 HP and MP the Procleimer is 8 
tough enemy likely to put up quite a fight 


The main objective in this battle should be to prevent the Proclaimer from 
pulling off any of its major attacks like Divine Wave. Since the boss's attacks 
have some range, run away if you see it stert emitting light. Two of the boss's 
attacks feature swirling orbs or waves of energy, trapping and inflicting mul- 


tiple attacks on those in their way. If you get caught in one, your character is 


basically toast! As usual, put two melee fighters [like Fayt and Cliff] on her, 


while a third character attacks from the sidelines. Multiple-hit attacks, like Cliff's Electric Fists or Fists of Fury, work 


especially well et preventing the Procleimer from doing much 


PEPPITA TAGS ALONG 


After the Proclaimer boss fight, Peppita takes her turn as a temporary party member. Like Sophia, PEPPITA MAKES A 

she also joins at Level 1, so if you really want to try her out, level her up somewhat and get her bet- BID TO STAY WITH 

ter quality equipment. THE PARTY 

Fortunately, Peppita knows the people who work in the main Residential Zone. While she’s in your Upon returning to the Main 
party, and before you participate in ME #70 at Professor Leingod’s lab, visit Leon in “The Red Eye” Recreetionsl ozone “trom 


Bar. He knows where to get some good quality equipment that will definitely come in handy later on. Professor Leingod’s lab, 


you can recruit Peppita 

into your party as the J unity to 
eighth permanent member. : y Aileen ese 
if your 0 Ss se 
If you choose to take 

Peppita, then your days of 

choosing party members 


are over. You cannot recruit the other two alternate char- 


acters [whomever is left from Roger, Nel, or Albel) when 


you return to Elicoor Il in Chapter Five. However, if you 

How can you resist such a cute kid? Leon has the key to the storeroom 
and Peppita has the key to Leon's decide to make Peppita stay on the Moonbase with the rest 
heort! of the Rossetti Troupe at this time, that decision ts final 


too. You cannot return to the Moonbase and re-recruit 
Peppita at a later time. So, what's it going to be? Do you 
take Peppita along with you or do you choose from the 
characters remaining on Elicoor II [1.e. Nel, Albel, or Roger; 


whomever did not become your seventh party member]? 


TIME TO LEAVE? 


After finding the necessary information in Leingod’s lab, it’s time to return to the Aquaelie. Of course, 
you don’t have to leave right now if you don’t want to, As you've discovered, the Moonbase is a great 
place to level up your characters. The Destroyers alone are worth the time and effort and you have free 
healing and a convenient Save Point nearby. When you're ready to leave, return to the transporter out- 
side the main Recreational Zone. 


If you ore in the mood to level up 
your chorocters, look for clusters 
of Destroyers and fight them over 
and over. They provide good amounts 
of EXP-ond Fol, especially during 
Bonus Bottles! 


Enforcer 1S? 55000 3500 at 


Mini-Fly 292 12000 2000 be 


The planet Styx is a mysterious place that’s been marked 
as a prohibited zone by the Federation. On its surface are 
the remains of an ancient civilization, the most striking 
feature of which is the mysterious Time Gate. Little is 
known about the Time Gate except that it seems to enable 
people to travel through time. 


GETTING STARTED 


CHARACTERS 


a Transporter Point he LY 
TRIP TO THE SURFACE OF THE PLANET STYX . me tsk Goat i q a Se 


The trip to Styx takes place on the Aquaelie. To make the time pass, rest in your stateroom after 
speaking to the other party members and checking with the crew. When you awake, head to the 
Bridge to find out the current situation, then head to the Aft Long-Distance Transporter Room and 
teleport to the shuttle, Calnus. When it arrives on the surface, leave through the back door. 


\ = Dae _—~) 

a . wee a 
ce q ~ , BONUS DUNGEONS 
> a ) 


JS mee . PRIVATE ACTIONS 
aI | — 

THE TIME GATE re MINI-GAMES AND 
EEE SLE ne A ee a a! a S SUB-QUESTS 
The trip to the Time Gate is fraught with dangers, mainly in the form of Proclaimers and Enforcers, Lf —— 

two of the Creator's subordinates. The Proclaimers that appear as a normal enemy here are identical ITEM CREATION 
to the one you faced as a boss enemy on the Moonbase. The Enforcers are similar in strength, but ; 
you can use their lack of MP against them and try for an MP Kill. ® Shuttle Landing ITEMS 


Spot AND EQUIPMENT 
Be careful while traveling to the Time Gate. The distance from the Shuttle’s landing site to the Time a; 
Gate is great and the heavy fog and twisting paths make it easy to accidentally run into enemies. Set 


your party’s formation to Escape if accidental enemy encounters continue to occur. You'll have plen- The Time Gote-ts unmistakable. if you 
feel like you're lost, don't be afraid 


to refer to the map! 
group of bosses. There is no need to needlessly endanger your party (or inventory) at this point. | 101 


BESTIARY 


ty of opportunities to level up in a safer environment later on, before you go up against the next 


102 


Chapter One 


—— ARKIV&s§ 


Chapter Two 
——— 
Chapter Three 


——__————————? 


Chapter Four 


(Access to VR Armorer 
Outfitter or Workshop) 


Cutscene: Welcome to 4D Space! Obtain the 
Authentication Disk. EVENT TRIGGER: Continuation 
of ME #75, 


Defeat six Security Service soldiers. 


Talk to Albel and try to keep him from losing his temper 
ond causing o scene. AVAIL: After ME#76 to the end of 
the game 


Arkives is one of the satellite cities where many of the citizens of the 4D Universe make their home. 
It is comprised of three segments: the Satellite City itself where Fayt and his friends make their first 
appearance, the residential area where Flad and his mom live, and the Spacetime Station that ties 


\ Ae to Fayt and his group. 


together all of the cities in the 4D Universe. The strange sterility and calmness of the city seems odd 


Cutscene: The Amusement City, Gemity. EVENT 
TRIGGER: Toke the Spacetime transporter from Arkives 
to Gemity, then exit the station to view the city 


Register your team’s name for the Ranking Battle mode 
AVAIL: After ME #77 through the end of the game 


When you enter the Eternal Sphere Terminal the first time, 
Inventor Entry #7 occurs. You can now try fo recruit Ansala 
(Costle Aquaria, Magistrate Lasselle’s Room);-Puffy (Maze 

of Tribulations, 5F); Aqua and Evia (Peterny, Center Area, 

Temple). 


PA@ 


Pro 


Cutscene: Hocking the Eternal Sphere. After the Cutscene 
talk to all of your party members while Maria works on 
the computer terminal, then talk to Maria to start the sec- 
ond half of the event. EVENT TRIGGER: Tolk to the 
woman in charge of the Eternal Sphere Terminal and enter 
the Eternal Sphere. 


Atop the Castle’s Watchtower, Fayt and Sophia reminisce 
about their past. AVAIL: Between ME #78 and ME #79. 


The Bookwormish Runologist wants someone fo explain to 
him the source of the light thot destroyed the Vendeeni 
ship. AVAIL: Between ME #78 ond ME #79. 


FLAOD AND THE 
AUTHENTICATION DISK 


TEIN) ee Serves (swing Fonner [ovaodle ofter ME 77] ___| 
PY fine Berries (1) 35000 Fo! C) Cooking ingredients | 

t ) Jewel of Alertness ( )Physical Enhancer Upon first arriving in 4D Space, you meet a 

r to tell you about the situation with the Creator. 

The most important thing that he gives you at 


Physical Enhancer 800 Fol ee eee . . 

satel Ertaceer +600 Fel this point is an Authentication Bek, ie 

Anelaotic 3000 Fo! you can use at an Eternal Sphere Terminal in 

Basil 20 Fol the amusement park Gemity. Use the E 

Sage 20 Fol Spacetime Terminal at the heart of Arkives to Your first view of the 40 world 
Lavender 20 Fol travel there. 

Clone Generator 350 Fol 

Fresh Sage 310 Fol 


TS 15°90 7IME SATIN 


The Spacetime Station links all of the cities of the 4D Universe together. However, citizens are only 


fates ol Gea 32000 Fol granted access to the places they have clearance to visit. In your party’s case, you can travel freely 
between Arkives and Gemity, but nowhere else. Well, at least not yet. 

Broad Axe 1S800 Fol 

Magician's Rod 21000 Fol 

Flaming Gun 37000 Fol 

Ceramic Dagger 32000 Fol 

Ablative Armor 33200 Fol 

Carbonite Armor 30000 Fol 

Capsule Bed Zero-G Inn 1000 Fol/night . - 
Travel between the sections of To travel to Gemity, go to the 
Arkives using these transporters. Spacetime Station. 


Six Security Service soldiers stand between you and the freedom to 
explore Arkives and the rest of 40 Space. Fortunately, these soldiers are 
extremely week and easy to defeat. If only the rest of the 4D enemies were 


as weak! 


GETTING STARTED 


CHARACTERS 


BONUS OUNGEONS 


Find Roger on the second floor talking to... his girlfriend? Cutscene: Help from the Developers. Obtoin Uninstaller. ——— 


AVAIL: Between ME #78 and ME #79. REQ: Must har VENT TRIGGER: h 
Roger in seats : : we Cutscene: Off to the Sphere Corporation. EVENT te plays Hem i emi wey 
TRIGGER: Leave the Eternal Sphere. 


PRIVATE ACTIONS 


Look for Albel in Crosell’s Lair. tf you can defeat him in a PAGE 109 stoned a 
single battle with Fayt, you can recruit him as your 8th Defeat Berial and Belzeber 

party member. AVAIL: From ME #78 to the end of the — 
game. REQ: Cannot have Albel in your party. Must speak / Defeat the four Security Soldiers ITEM CREATION 
to Woltar in Kirlsa to trigger PA 

The battle against Berial and Belzeber provides the oppor ———1 
tunity to win the following Battle Trophies: BT #125 and BT =. 

#126 AND EQUIPMENT 


Defeat Albel Defeat Azazer 


The battle against Azazer provides the chance to win the 


Provides the opportunity to win the following Bott 
TOVIRS ne OPPO a ems Bole following Battle Trophies: BT #107 and BT #108 ME®@ 


Trophies: BT #198 and BT #199 


BESTIARY 


Cutscene: Looking for Another Way Out. Find the Elevator 
Control Panel in the northern part of the fourth floor, then 
use the elevators to travel up to the 211th floor. EVENT 


TRIGGER: Defeat Berial and Belzeber. 


Chapter One 


Chapter Two 


Chapter Three 


Chapter Four 


Gemity is the great amusement park created in honor of the Sphere Corporation’s masterpiece, 


Eternal Sphere. The candy colored streets and plazas are lined with buildings, merchandise, and an ep , 
mini-games that come straight from the virtual world. The park is also home to the largest Eternal 
Sphere terminal. 


| May eds eD 


Cutscene: Escope? EVENT TRIGGER: Enter the main 
Eternal Sphere terminal room on the 211th floor 


Cutscene: Tricked Again? Defeat the Proclaimer and 
Enforcer, then prepare for the Convictor. EVENT 
TRIGGER: Continuation of ME #82 


Defeat the Proclaimer 


Defeat the Enforcer 


Defeat the Convictor 


The battle with the Convictor provides the chance to win 
the following Battle Trophies: BT #109 and BT #110. 


Cutscene: A Friendly Voice. EVENT TRIGGER: Approach 
the shuttle landing site 


Talk to Marietta ond S 


triangle, AVAIL: Between M 


Cutscene: Mirage Joins in the Fun! After Mirage Koas 
joins the party, head to the Transporter Room. EVENT 
TRIGGER: Talk to everybody onboard, then talk to 
Mirage on the bridge. 


PAO 


L759) 


Albel goes to King Airyglyph XIII 10 ask for use of the Sword 
of the Crimson Scourge. Obtain the Crimson Scourge. 
AVAIL: From ME #85 to the end of the game, REQ: Must 
hove chosen Albel as your seventh porty member 


Look for Nel and Rozaria on the temple floor. AVAIL 
Alter ME #85 through the end of the game. REQ: Must 
hove seen PA #43 ond the other related events 


Upon entering th of Aquios after returning from 40 
Space, Inventor #8 occurs. You can now attempt to 
recruit Meryl (Peterny, East Area); Count Noppen 
(Airyglyph Costle, 2F); and Boyd (Arias, “Jock Potato” 
General Stora) 


REMUL STUDIO ARMORER 


WELCOME TO GEMITY! 


Laser Weapon 42500 Fol Upon arriving in Gemity, you have full reign to explore the entire park. Gemity houses all of the mini- 


Ablative Shield 46000 Fol games in the game, so check them out and have some fun. The prizes you can win here are pretty 
Ceramic Sword 32000 Fol 


Ceramic Gauntlet 35000 Fol 


cool, although you might not be able to win some of the best ones until after you've completed the 


story portion of the game. For more information on how to play and win at the Bunny Races, Runic 


Poleexe 43000 Fol 
ridua'shoes 32200 Fol Chess, and the Fighting Arena, check out the “Mini-Games & Sub-Quests” chapter. Keep in mind that 
Magician's Rod 21000 Fo! unless you plan to suspend your actual gameplay and spend a lot of time here in Gemity, your access 
Flaming Gun 37000 Fol to these games (and their prizes) is limited to this one visit. After leaving Gemity for the Sphere 
Ceramic Dagger 32000 Fol 


Corporation, you cannot return until after you complete the game! 


Titanium Claw 35000 Fol 
Ablative Armor 33200 Fol 
Carbonite Armor 30000 Fol 


MUSCLE GARDEN OUTFITTER 


| 


PRICE 
Physical Enhancer 800 Fol 


Gemity is designed to look similar to If you need healing items, exomine 
the Eternol Sphere. As a result, some of this stond’s wares. Across 

you'll find many of the same types of the way, you'll find someone willing 

Sage 20 Fol shops and stands that you've used to heal status anomalies for free, 
ot other times im the game. too. 

Life Saver 4800 Fol 

Rapid Invocation 22400 Fol 

Clone Generator 350 Fol 

Fresh Sage 310 Fol INTERLUDES IN THE ETERNAL SPHERE 


The Eternal Sphere terminal in Gemity provides access to most of the worlds you've visited over the 
course of the game. The only one you cannot re-visit is Hyda IV. If you missed any treasures (don’t for- 


THE PRINCESS’S TEST SITE PHARMACY 


= —— = 


get you have the Ring of Disintegration now!) or just want to revisit old friends, take advantage of this 


unlimited access. Once you leave Gemity for the Sphere Corporation, you forfeit the opportunity to visit 


Phys ce Fo ; ; 
Physical Sencar: ws tdan any other world other than Elicoor II until the end of the game. 


Mental Enhancer 1000 Fol 


Analeptic 3000 Fol 
Sage 20 Fol 
Lavender 20 Fol 
Pomello Juice Varies 
Fresh Sage 310 Fol 


GETTING STARTED 


. a ee 


-- a 
UNALTERABLE PAST EATERY The Eternal Sphere terminal is Once Mario enters oll of your 
————————————————————e———we - — clearly marked with the decal shown party's information into the comput- CHARACTERS 
in the screenshot above. Entrances er, you can choose to enter the 
Apple Pie 400 Fol to the terminal are found on both Eternal Sphere at one of four 
Steamed Bun 200 Fol sides of the circle. locations. WALKTHROUGH 
Cooking Ingredients 120 Fol 


BONUS DUNGEONS 


ME 


Cutscene: The Queen Gives Her Permission. EVENT Defeat the Crystal Statue. - —1 
TRIGGER: Enter the Queen's Audience Chamber. ) 


Upon entering the Great Temple after completing the quest AZ CaTaitth by 
in the Shrine of Kaddon, Inventor Entry #2—the final 

entry—occurs. You con now attempt fo recruit Chilico ‘eR 
(Surferio, “The Faerie Tear” General Store); Osman the MINI-GAMES AND 
Sage (Airyglyph, Abandoned Temple); and Louise the SUB-QUESTS 


Diviner (Surferio, Private Home) ae 


The battle with the Crystal Statue provides the opportunity 
to win the following Battle Trophies: BT #113 and BT #114. 


Defeat the Dork Eye 
ITEM CREATION 


Cutscene: The Next Stop Revealed. EVENT TRIGGER —— 
The battle with the Dark Eye provides the chance to win Enter the Queen's Audience Chamber 
the following Battle Trophies: BT #115 and BT #116 = 
’ . AND EQUIPMENT 


Defeat the two Dark Armor enemies. 


Cutscene: The Sacred Orb, Obtain the Sacred Orb, EVENT Sophia takes o moment to wax poetic about the fairy tole BESTIARY 
The'battle with the two Dark Armor enemies creates the TRIGGER: Approach and examine the Sacred Orb. beauty of Castle Aquaria, AVAIL: After ME #88 (must leave 
opportunity 10 win the following Bottle Trophies: BT #11) the city of Aquios first) through the end of the game 


ond BT #112 | 105 
q 105 


VANGUARD II! To recruit Nel, visit her in her room in Castle 
c.. t e  /  Caeerae hie. ee Aquaria. When she asks you to sit and talk, 


100 
While on Vanguard III, pay a quick visit to Niklas and Meena to see how they are doing. Of course, 


choose the second option—that you don't 
while you're there, finish clearing out the treasure chests in the blocked parts of the Ruins of Coffir. 


have the time—to encourage Nel to join your 


ALKTHROUGH 
ai With the Ring of Disintegration, nothing con stand in your way! 


party. If you choose the first option—that 


you have plenty of free time—Nel loses 
Chapter One 


interest in rejoining the adventure. It should 


Sa be noted that you cannot attempt to recruit If gou wont Aalto occupy the eighth 
Chapter Two her a second time. slot in your porty, visit her ot 
Castle Aquori, 
SS 


Chapter Three 


Head to Roger's home in Surferio if you want 


———— Entrance/exit on Vanguard Ill Check on Niklas and Meeno while on to recruit him as your eighth party member. In 
7 “d lil ; i 
fenquard this event, you have three options: 1. You can 
opt to recruit the little guy; 2. Say no to his 
CHAPTER FIVE offer; or 3. Just walk away. The third choice 
ELICOOR I! allows you to attempt to recruit him again if 
There's a lot to do in Elicoor Il during this return trip. You should recruit your eighth permanent party you change your mind about having him as a 
member (if you didn’t accept Peppita’s offer to help, that is) and check up on all of your friends To recruit Roge?’ae af eighth party partner, Mind you, this only works if you HaVE™=——. 
and allies. member, talk to him in his parents’ that eighth party member slot open! 


homein Surferio, 


"Yeah, you're nght 
hi } If you want Albel in your party, you must defeat him in battle first! First, visit Woltar in his office in 
his Kirlsa Mansion to find out where he’s hanging out these days. Woltar sends you to the Urssa Lava 
Cave, where Albel has been training night and day for another chance to defeat you. This battle pits 


Fayt against Albel, mano-a-mano! If you choose to fight, consider upgrading Fayt’s current sword 
through Item Creation and/or leveling him up to about Lv 50 or so (this version of Albel is at Lv 49). 
By winning the fight with Albel, you can choose to recruit him or leave him alone. If you don't recruit 
him at this point, you can wait for a later point in the game and/or take him on a second time. 


Entronce/exit on Elicoor Il. 


Tolk to Woltar in Kirisa to trigger Look for Albel in Crosell'’s Lair in the 
the event with Albel. Urssoa Lavo Caves. He's aching for a 


fight, so come prepared. 


At this point, consider cles 
ins of Mosel b 


AN 1 [. ; ey oo ee 
OFMOSEL eam || cy = 
| FIRE WY Co ESE 
BB Defeot the Stone Golem. 


BT The bottle with the Stone Golem creates the chance to win 
the following Bottle Trophies: BT #119 and BT #120 


Sv v If you thought the first battle with 
16. sto Albel was difficult, you haven't 


[ — ALBEL [2] — ] ] seen anything yet! Albel is twice es 


powerful now end even more deter- 


mined to defeat Fayt! To make mat- 


| ters worse, he grows more power - 
Q ful as time goes by in the storyline 
If you plan to recruit Albel as your 


[  ALBEL (3) | 


eighth party member, by all means 


recruit him during the trip to Elicoor || from the Eternal Sphere terminal in Gemity instead of waiting until later 


s RN) on in the game 
Expect this battle to be tough. Albel is lightning fast and his fondness for charge attacks will have him in your 


| ALBEL {4} face before you can stert one of Fayt’s combo or special attacks. In fact, even if you aren't going for the “Items 


Only Defeat” Battle Trophy, the use of stun bombs is highly recommended, if only to get multiple hits on Albel, If 
you do want to win the Battle Trophy associated with this battle, stock up on powerful, MP damage-inflicting stun 


bombs! Magic Points are still Albel’s weak point, especially if you take him on during the first window 


j 


If you didn’t recruit Adray before the Airyglyph-Aquios war, an event occurs when you enter the 
Queen's Audience Chamber in the Castle. After this event, Adray automatically joins the party. If you 
chose to take Adray in Chopter Two, then this @vent doesn't occur. Instead, Adray joins the party when 
you return to Elicoor later on in the chapter. 


MOONBASE 


There's no real reason to return here unless you want to take advantage of the great leveling up pos- 
sibilities of the Moonbase. Head to the South Research Zone and take on the two Destroyers in the 
park by the northeast exit over and over again until your party reaches about level 50 or so. The 
Destroyers are great opponents because each one is worth 5600 EXP and 2630 Fol. If you get a good 
Bonus Battle Gauge chain going, your characters will level up at the end of every battle or two and 
you'll earn enough Fol for Item Creation, buying new weapons and armor or just recruiting Inventors. 


GETTING STARTED 


Remember, the time you spend leveling up now is time that you won't have to spend later on. At least 


on the Moonbase you have free healing and a convenient Save Point nearby! Entrance/Exit on the Moonbase. Leveling up at the Moonbase is a 


great use of your time at this point CHARACTERS 
in the gome! 


BONUS DUNGEONS 


oo Defeat the Battlecopter. Defeat Pseudo Bloit. . Cutscene: Luther's Final Act. EVENT TRIGGER: Enter ——— 


Luther's Room at the top of the st Level 10. 
uther's Koom at the top of the stairs on Lew PRIVATE ACTIONS 


The battle with the Battlecopter provides the opportunity to 7 Defeat Ruktogias. 
win the following Battle Trophies: BT #123 and BT #124 / Defeat Luther, MINI-GAMES AND 


SUB-QUESTS 


Defeat the three Chimera Hawks. 
The battle against Luther provides the opportunity to win 
the following Bottle Trophies: BT 127, #128, #129, 4130, Eales 
Defeat the two Death Monsters. #13), #132, #133, #134, #135, #136, #137, #185, 
Cutscene: What happened to Blair? EVENT TRIGGER: < #189, #193, #201, #205, #209, #213, ond #221 — 


Toke the large Transporter to the Spiral Tower. ITEMS 
AND EQUIPMENT 


Cutscene: The Gem Puzzles. To open the locked color-coded 
doors, find the corresponding set of crystals and turn the 
Cutscene: Psvedo Blair. After defeating Psuedo Blair, con crystals with the Ring of Disintegration to match the color 
finue north to find the real Blair. After doing so, defeat the of the door within the turn limit, EVENT TRIGGER 
three monsters defending the crystal structures to free Examine the initial set of crystals inside the building 


Blair. Return to the teleporter and Bloir will repair it ij 
EVENT TRIGGER: Approach the center room on Level 2 : 107 
( 


BESTIARY 


MAINJEVENT/@) CLEARANCE TO ENTER 
SPHERE 2II 


When you're done in the Eternal Sphere, 


WALKTHROUGE ; . ; 
iaielhrieeat return to the Spacetime Station. While you are 


waiting for access to the Sphere, heal your 


Chapter One - party and save your game. After all, if you get 


in, you can bet you'll run into some sort of 


security force! 
Chapter Two 


iihen you're ready to leave Gemity, 
Chapter Three go to the Spacetime Station 
a 
Chapter Four 
BLACKSMITHING BOOST! 

Once you enter the Sphere 

building, there's no leaving it! 

Actually, you will get to leave 

Entrance/Ex: 

it but you won't be returning 

to Gemity or Arkives any time 

soon. Before you take the 

Return to Styx if you're in the mood for a more challenging place to level up your characters. Look Spacetime transporter over 


for monsters on the southern half of the rocky path. If you're afraid to take on the Proclaimers, there there, revisit Arkives and 
Look for the elevator to the second 


floor around the perimeter of the 
ure chest on the second floor room, The treasure chest with the 


and grab the Smithy Hammer = 2M/thy Hommer is upstairs, 
inside. You'll find the 20-point 


talent boost to your Blacksmithing skill very handy as you prepare 


are plenty of other monsters to fight instead. Flad’s home. Look for a treas- 


for the battles yet to come! 


This building situated in the Lost City of the 4D Universe is the home of the famed company, 
Sphere, creator of the virtual world Eternal Sphere. Access is restricted to employees and care- 
fully screened guests. If you are granted access to Sphere 211, don’t be surprised when you 
are transported directly inside the building. This is just one of a number of safety precautions 
in place to prevent terrorism or theft. 
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MAP COMPLETE 
1/1 SCALE BUNNY 


40 Security Solder 


Belzeber 45 62000 30000 
Incapacitator 4 223 17000 2600 
Security Soldier 383 12000 600 
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*The lettered caollouts correspond to the 
large table on poge I/3. 


Floor type 8 


AZAZER 


* After defeating Azezer's squad of 


Security Soldiers, it's time to take 
on the men himself. Azezer uses 6 
strange collection of settecks 
Most common is his basic 
slash/whip atteck thet inflicts 
precious MP damage. If you're con- 
centrating on magic or MP using 


Battle Skills, stay sway from this 


ing spell. If you've spent some time leveling up your cherecters to the upper 40s or SOs and/or improving your 


battle party's weapons through Item Creation, you should find this battle pretty easy. If not, prepare to spend 


(disappears after Game Clear) 


Save Point 
(disappears after Game Clear) 


Recovery Point 


attack. His two Battle Skills are Sniping, 8 gun attack with good reach, and Crystal Prison, a rarely used freez- 


GETTING STARTED 


8 lot of time healing MP damage and running eway. Azazer is very quick and his attacks combine in such 8 way es 


to bind you long enough for him to catch up and attack, putting weeker parties in the dire position of being killed 


off so quickly that you cennot respond spproprietely 


MAIN EVENT/@) BLAIR AND THE DEVELOPERS 


SPHERE ell 


Sphere 211 is the corporate headquarters of 
Sphere, the company responsible for the 
Eternal Sphere and the root of your current 
troubles. The 211 refers to the number of 
floors in the building. At this point in the game, 


you have access to 101 floors. The rest (from 
Floor 101 to 210) remain sealed until you 
complete the story portion of the game—and 


Upon first entering Sphere 2ll, the 
elevators ore turned off. Keep track 
of their locations on each floor for 
loter reference 


even then you must pass the Maze of 
Tribulations first! 


At this point, you must walk up to the fifth floor. From there, once you meet up with Blair and the rest 
of her team of developers, you can turn on the elevators and use them to travel from floor to floor. 
But we are getting ahead of ourselves. . . 


CHARACTERS 


Blair and her team of developers have their offices on the fifth floor of Sphere 211. They've pre- | BONUS DUNGEONS 
pared a bunch of goodies to help you, in addition to the Uninstaller disk. Talk to Aire, if you need 


healing. He corrects character parameters and is glad to reset yours free of charge! Shar Zeit’s sister, — 
Leiria, has created some great items. Talk to Shar Zeit first, then Leiria to get Blueberries, 
Blackberries, Fruity Potion, Verdurous Potion, Resurrection Elixir, and the Al Program. 


Talk to Leiria a second time to visit her impromptu shop. 


MINI-GAMES AND 
SUB-QUESTS 


ITEM CREATION 


ITEMS 
AND EQUIPMENT 


BESTIARY 


Meet Bloir, your new best friend. She If you ore in need of healing, talk to 
knows most everything there is to Aire. 
know obout the Eternal Sphere ond 


the Sphere corporation. 


DEBUGGING MODE 


—LIEM PRICE 
Clone Generator 350 Fol 
Sage 20 Fol 
Lavender 20 Fol 
Chapter One} Fresh Sage 310 Fol 
Physical Enhancer 800 Fol 
Mental Enhancer 1000 Fol Leiria has some goodies. Afterwards, 
Chapter Two Analeptic 3000 Fol you can purchase basic items at her 


shop, 


Chapter Three 


a /BERIAL AND BELZEBER 


Chapter Four 


This duo possesses contrasting 


fighting styles thet make this bat- 


tle a lot of fun. Again, if your cher- 


BELZEBER 
. | acters are at Lu 50 or above with 
improved weapons [from +l000- 
2000 ATK), this battle shouldn't be 
O too difficult. Berial relies mostly 
on gun attacks, while the swift 
[ BERIAL | 


Belzeber uses his electric whip to 
great effect. Berial is like 2 
Destroyer-type tank in humen form; out of nowhere he pulls out a giant rocket launcher and fires volley after 
volley of missiles! These basic launcher attacks are his preferred method of dispatching his enemies. You must 
cause some serious damage to him if you want to see his aptiy named Fire Dance battle skill or the explosive 
Auto-Aim 


Belzeber is 8 sneskier opponent. He’s very quick and accurate with his whip. To make things more interesting, his 


whip attacks take on various elemental attributes, granting him the ability to freeze, paralyze or simply poison 
his targets. His special attacks are both HP draining skills with a large range. Their dark, swirling clouds ere 
fairly easy to dodge. 


In tandem, this team is pretty harsh. Therefore, it’s best to take one out, then the other. Whichever one you 


choose to eliminate first, make sure that one of the computer-controlled allies is right there with you, keeping 
him too busy fending off attacks to release an attack of his own, After defeating one of them, the second one 
should be easy to defeat with three party members piling on the attacks 


TAKING THE ELEVATOR TO FLOOR ell 


After the battle with Berial and Belzeber, it 
becomes obvious that you must infiltrate the 
Creator's offices on the 211th floor of Sphere. 
To do this, you need to turn on the elevators 


After doing so, you have a choice: you can con- 


tinue immediately to the 211th floor, or you 
can explore floors 6-100 first. Exploring the 
intermediate floors enables you to pick up lots 
at the breaker box in a room at the north end of Synthesis Materials as well as some other 
of the 5th floor. rore items. However, once you arrive on a 


floor, the elevator you took changes its pro- 


gramming, allowing you to travel downwards 


Exomine the panel to discover how The only elevator that can toke you 


to turn_on the elevators. only. To continue an upward trek, you must to the upper levels is the one on the 
find the other elevator on that floor. 5” floor: 


Floors 6-100 do not have floor plans unique 

to each specific floor. Refer to the following table to determine which of the eight floor plans your 
destination floor follows, along with potential treasures available. Each floor plan has up to five treas- 
ure chests located on it; this table indicates whether the chests are full, empty, or simply non-existent 
at that time. The “must-visit” floors include: floor 13 (Silver Chalice), floor 16 (Trading Card EX7), 
floor 18 (Intellect+ Berries), floor 30 (Book of Prophecies 4), floor 47 (Intellect+ Berries), floor 50 
(Trading Card EX8), floor 85 (Book of Prophecies 3), and floor 86 (Intellect+ Berries). 
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115 


Reaching Floor 211 of Sphere is somewhat anticlimactic. You face little resistance and the trip out 
of 4D Space back to the Time Gate on the planet Styx goes very smoothly. However, things heat 
up quickly once you rematerialize on Styx. Prepare ahead of time for the three consecutive boss 
fights that follow your arrival! Beware! After these boss fights, the geography of Styx is 
changed forever! 


Chapter One 


Chapter Two 


Chapter Three 


Chapter Four 


Conuictor 106 45000 4000 


Enforcer 1S8 62000 35000 


Lu3 Robo Gunner 272 45000 94500 


Proclaimer 345 65000 4000 


PROCLAIMER, ENFORCER, AND CONVICTOR 


’ Whet makes this battle difficult is that 
4 


it is a series of three consecutive bat- 


tles. First, you take on a Proclaimer 


followed by en Enforcer, two familiar 
monsters from previous battles. After 


defeating the Enforcer, you have a few 


minutes to relax before the Convictor 
falls out of the sky 


The most important thing to keep in 


mind during the first two battles ts 


that you don’t have a break in 


between to heal your party. You must 
keep up the healing during the fights 


THE DIPLO SAVES THE DAY 


The southern half of the Styx map changes 
after the earthquakes caused by the 
Convictor’s summoning. This time, the path to 
the Shuttle landing site is much narrower, 
making it difficult to escape from the enemies 
inhabiting the space. 


Mirage finally joins your party! 


> and MP! 


60 that you don’t get caught at the 
start of the finai battle with low HP 


The Conuictor ts just another evolu- 


tion of the Creator's minions. This one uses wind and thunder-based attacks like Aeroblast and Lightning Seam. You may 
remember Aeroblest from 6 battle with the sprite, Robin Wind. It is a very powerful attack that causes both HP and MP 
damage to its terget[s). When you see thet telltale tornado appeer, move all of your fighters out of its wey 


Finally, the Creator is immune to Fire and Ice damage (and, therefore, weapons with Fire and Ice attributes) and only 
takes half damage from Wind-based ettacks. Prepare your party accordingly. There is nothing worse than having com- 


puter-controlled characters sitting out on the sidelines because their attacks won't inflict any damage 


Cheers erupt when Moria manages to 
raise the Diplo on her communicator. 


Back at the Shuttle landing site, an old friend 
picks you up and flies back to Elicoor I! and 
the Sacred Orb. Once on the Diplo, catch up 
with the crew and check on your party mem- 
bers. There's plenty of intrigue to be found, 
as Lieber attempts to work up the courage to 
confess his affection for Maria. After speak- 
ing with everyone, return to the bridge and 
check on the flight’s progress with Mirage. 
When you arrive in orbit around Elicoor II, 


she finally joins the party. 


BACK ON ELICOOA |! 


The transporter on the Diplo sets you down on 
Elicoor {I in the Irisa Fields. Head over to 
Aquios and seek an audience with the Queen 
at Castle Aquaria. Once you get her permis- 
sion, it's down the secret passage to the Sealed 
Cavern and the Shrine of Kaddan. 


» - —s 
The Queen is quite concerned about 
the Vile Wind. 


Get permission first before seeking 
the Sacred Orb. 


The biggest change you'll notice on Elicoor II 
is the new monsters inhabiting certain areas 
(basically the ones you are likely to travel 
through during this part of the game). It 
seems that a Vile Wind is passing through the 
kingdoms of Airyglyph and Aquaria, causing 
stronger, more powerful monsters to congre- 
gate near populated areas. These new mon- 
sters bring with them new leveling up oppor- 
tunities, so don’t be afraid to spend some time 
beating them up. The end of the game is com- 
ing soon, and you'll need all the strength you 
can muster for the final battle! Plus, the extra 
Fol will come in handy too! 
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AUDOLE & RUMINA RUMINA AND RUDOLE’S SUPREME SHOP 


If you correctly completed the Ruddie and Aumine sub-quest, 
then you'll find them in e house in northwest Aquios. When you 


Mythril Sword 47500 Fol 
return to Elicoor i! on the Diplo [es opposed to returning 
through the Eternal Sphere terminal in Gemity), you'll find that Gravity Laser 35500 Fol 
thane the Ruddle hes updeted his wares just for you. These are the most Saint's Halberd 35500 Fol 
powerful weapons end armor you cen purchase in the game, so eter 18800 Fol 
' 
happy shopping! Lunatic Shoes 36000 Fol 


Chapter Two 


Battie Armor 49500 Fol 
Battie Chain Mal 38000 Fol 
Chepter Three Wizard's Robe 19000 Fol 
REVISITING THE SHRINE OF KADDAN - 
Sh a 0 \ecieetie Foe ah eee ee resh Sage 310 Fol 
Chapter Four 


Aside from the different enemies in the area, not much has changed here since your last visit. There 
are new bosses protecting the entrance to the Shrine and the entrance to the Middle Area of the 
Shrine. In addition, new Crystal Statues have replaced the old. There is no new treasure inside, but if 
you haven't taken the opportunity to get the Ring of Disintegration treasures, do so now. For this 
quest, simply fight to the Sacred Orb and take it back to Aquios with you! 


LESSER EYE 


The Lesser Eye ts ae frightening 


looking, tentecled, floating eye. It 


specializes in “circle” attacks, 


where it draws @ magical circle on 


the floor beneeth it to ensnare and 


damage those caught inside. These 
circles are easy to dodge with 
your sctive cherecter, but it is 
unlikely that the computer-controlled 
silies will teke the same preceu- 
tions. These attacks tend to effect your melee fighters, like Cliff, the most. Fortunstely, the melee characters 
ere blessed with higher defense and HP stets then others, so they can teke damage from the Lesser Eye's cir- 
cles 8s long as you prepere hesling potions or spells for them afterwards 


Of course, the other danger spot with the Lesser Eye is the monster's cornucopia of eye beam attacks. These 


attacks can cause stetus snomalies, like freeze, peralyze or petrify. If a party member gets hit by one of these 
maladies, cure them quickly. 


DARK ARMOR [He] | 


The Dark Armor enemies in this second trip through the Shrine of Kedden 


are similar to the Flying Knights that you encountered on the first trip 
These ere slow, ponderous beasts whose main attack is the powerful 
Hemmer Queke. However, if you surround them with melee fighters and pum- 
mel them from efar with spells—or Nel or Merie’s long distance Battle 
Skills—then you will have much better luck defeating them before they cen 


cause meny quekes. This is merely one boss fight on your way to the 


Sacred Orb's chamber 


4 


CRYSTAL STATUE 


This Crystel Statue [and the ones guarding the northern section of the 


shrine} is pretty much identical to the ones you faced during your first 


trip through the Shrine. The seme strategies apply here, too: keep the 


boss's movement confined, if possible, by barricading it in one of the two 


niches with your melee fighters, while shooting at the boss from afer with 


a long-distance fighter. 


The Dark Eye ts a fiercer version of the Lesser Eye that once protected 


the entrance to the Shrine. They share the same basic and special attacks, 


however, the Dark Eye is five experience levels stronger then the Lesser 


Eye. Use the same strategy here that you used sgainst the Lesser Eye 


GETTING STARTED 
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NEXT STOP: THE ANCIENT RUINS OF MOSEL! 


Once you have the Sacred Orb in hand and you've heard Blair in ME #88, it’s time to head to the 
Mosel Dunes and pay another visit to the Ancient Ruins of Mosel. Again, not much has changed other 
than the types of monsters that now inhabit the area. BONUS DUNGEONS 


PRIVATE ACTIONS 


MINI-GAMES AND 
SUB-QUESTS 


ITEM CREATION 


ITEMS 
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As you leave Surferio on your way to the Mose! Dunes, the final party member 
rejoins your group. This event only occurs if you elected to recruit Adray dur- 
ing PR #34 ofter ME #37. 


re | 


* When you enter the Mosel Dunes to 
find the gate to Luther's realm, you 
sre confronted with a very large 


Chimera. The Chimera is 8 monster 
Chapter Two whose level of difficulty depends upon 
the composition of your team, their 
level, and the strength of their 
Chapter Three wasbina if jou have en aberoragirea 
team, this monster is a piece of cake 


Chapter Four But if you are trying to play without giving your team too much of an advantage, this battle will be more difficult 


The Chimera is 6 multiple beest concoction thet can really pack 6 wallop if you enter the area unprepared. It is 
fond of fire and cherge attecks and its tail is just as deadly as its mouth. Prepare to see the computer-controlled 


fighters take some damage just from walking into it! 


The good news Is thet you only have to fight one Chimera end you have your entire battle team to complete the 
task. The bad news is that the Chimera is a normal enemy once you enter the Mosel Dunes area proper. If you find 
this battle difficult, then go back and level up your party and/or strengthen their weapons through Item Creation 
At this point in the game, you can recruit all of the Inventors except one [Puffy] and use them to create impor- 
tant synthesis materials like the Boots of Prowess. If you refine this item twice, the factor associated with the 
accessory changes from “ATK/DEF +5x [1)" to “ATK/DEF +30%.” This factor stacks, so you can synthesize as many 
as possible to your characters’ weapons and really increase their ATK and DEF stats. In fact, the ultimate cheat 


weapon is now yours to create: a Laser Weapon with all eight factor slots filled with “ATK/OEF +30%"! 


In this battle, watch out for the Chimera’s tail attack as it can paralyze its target. The Chimera is very fast and 
likes to charge its opponents from across the bettlefield. If you see this beast preparing to do just that, get 
your party members out of the way. Basically, long-distance attacks are the way ta go against this enemy. Nel's 


Flying Guillotine works extremely well, as do combinetions of Maria’s long-distance gun ettacks 


FINDING THE GATE ROOM 


If you look at the map of the first floor of the Ancient Ruins of Mosel, you'll notice that there's one 
room you haven't entered. That's because, up until now, it has been inaccessible. The only visible way 
in is through a one-way door that opens—of course—the wrong way. To get to the room, you must 
take a secret passageway from the Round Table room. The Round Table room is where the King of 
Airyglyph and the Queen of Aquios held their embassy back in Chapter Three. Go there now, but be 
prepared for anything! After defeating the Stone Golem, go down the staircase to the right and enter 
the Gate Room. 


How does one enter this room? 


* Before you cen eccess the staircase to the Gate Aoom, you must defeat 


S 


isa the Stone Golem guerding the wey. The Stone Golem is a massive enemy, slow 


but with severe! powerful attacks. It is immune to any elementsl-based 


attacks or weapons, so prepere eccordingly 


The easiest way to defeat this monster is to use its slowness against it 


Have two melee-type fighters pound away st it constentiy, preventing it 


from moving and/or attacking. Have a third party member heal or attack 


from the sidelines 


} iy) LOM 
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Chapter One 


Chapter Two 


Chapter Three 


Chapter Four 


MONSTER NAME Ds _ HP MP 


AMOEBA GIANT 


Toke the left stairs down to Floor BIF the 
Subterranean Passage. To get to the next floor, 
you must first drain the water. To do so, follow 
the pathway to the northeast corner and look 


for an aquatic Hauler Beast at the water's edge. 


The Amoeba Giant lurks in the south- 
west corner of the room, on o plat- 
form next to the stoircose to the 
first floor. 


The Amoebs Giant is a beefed-up version of the Earth Smasher from the 


Kirise Mines. Like its predecessor, it’s not very fast so it is easy to sur- 


round and confine with constant attacks 


After draining the water, it’s easier to walk around the floor. Now it's time to return to the center of 
the south wall. The route back is virtually the reverse of the path you took earlier. After walking 
through the middle tunnel to the lower portion of the room, look for an area blocked off by three 
columns by the south wall. Use the Ring of Disintegration to destroy the columns and walk through. 
You should see a pile of faintly glowing crystals on the ground in front of a sealed door. Lure a Will- 
o’-the-Wisp over to the crystals to open the door to the next floor and trigger the appearance of the 
next boss! If your timing is good, you can use the Will-o’-the-Wisp that lurks nearby. If you get caught 
up in a battle with it, either escape from the battle or lure a Will-o’-the-Wisp from another area. 


After draining the water out of the 
room, look for unusual features in 

the londscope, like this ladder cut 

inta the pillar. Climb this to get to 

an isolated treasure chest 


ORAINING FLOOR BIF, THE SUBTERRANEAN PASSAGE 


The Hauler Beast is the only mode of 
transportation oround the floor 
until gou drain the water. 


You can ride this Hauler beast freely around 
the floor. To get off it, simply dock the beast 
at one of the five ramps around the floor. To 
drain the water, travel to the southwest cor- 
ner of the floor to the platform next to the 
staircase from the Round Table Room. Drive 
the hauler through the right tunnel to the 
upper section of the floor, then around the 
walkways to the left, back to middle tunnel 
and the lower section. From there, snake your 
way between the walkways until you reach 
the ramp at the southwest corner. To drain the 
water, you must defeat the Amoeba Giant. 


Lure the Will-o'-the-Wisp over to 
the glowing crystals to trigger the 
next boss fight 


AURORA MONSTER od 


The Aurore Monster is quite tough. You've faced this type of monster 


before in the form of the Phantom Strikers on the Planet Styx and the 
Blood Monsters in the Sealed Cavern and the Palmira Plains, so they 
shouldn't hold any surprises. The Aurora Monster is king of the lightning 
attacks, so be careful when you get close to it, in case you get caught up 
in one of the monster's electrified tentacles. To make matters worse, most 
of its attacks cause MP damage, making MP death more likely than anything 
else. Keep an eye on your party’s MP and heal when necessary. Consider 
using two mid-range distance fighters in your party to attack outside the 
range of the monster's attacks 


THE SPIRIT TRIO, COUNT MATTALUN, AND THE TREASURE ROOM 


The next floor marks the deepest reaches of the ruins. Take the outer or inner path to the antechamber before the final two rooms. This room is marked by a Save Point and can only be reached through a one- 
way door, of which there are three in this area. Save your game and heal your party before taking on the Spirit Trio in the next room. 


| SEIRIT TRIO 
SY 


? y This battle ts tough because you 
must battle three of the fastest 


enemies in the game: the breezy 


Robin Wind, the icy Aqueregis, and 
the fiery Nova Blaze. You know from 


experience how tough Robin Wind is GETTING STARTED 
slone, so just imagine the chaos 


with two other enemies as a dis- 
traction! Each enemy specializes in CRRRACTERS 


8 different type of elements! magic. 


Therefore, you might get assaulted by Ice Coffin, Flame Wave or Rising Stream—or 8 combination of them all—at 
any one time! 


’ | BONUS DUNGEONS 
“ To end this battle quickly, try to herd the three enemies together ss much as possible so that your attacks affect 


multiple targets et once. Since the enemies are prone to chasing down your characters to attack et close range, 
you may want to use all melee fighters in this battle. Nel’s close-renge Mirror Slice is really handy here, as long PRIVATE ACTIONS 
as it isn’t interrupted by an enemy attack. Interruption is the biggest factor in this battle, as the enemies’ speed 


MINI-GAMES AND 
SUB-QUESTS 


enables them to unleash quick attacks while you're still preparing yours. Plus, expect to have two enemies 
attacking at once until you start dispatching them. Keep your cool and wetch your characters’ HP/MP totals and 
you should have no problem defeating the Spirit Trio. 


ITEM CREATION 


ITEMS 
AND EQUIPMENT 


BESTIARY 


After the battle with the Spirit Trio, head into the final chamber and talk to Count Mattalun. He chal- PREPARING FOR THE FINAL ASSAULT 


lenges you to a round of Runic Chess. If you played the Runic Chess mini-game in Gemity, then you The Firewall really does mark the start of the final assault on 

should be in good shape for this. If you didn’t and you need a refresher course on how the game is Luther, the Creator. Upon entering the Firewall, it is unlikely 

played, let the Count give you an explanation. Otherwise, there is a solution to the puzzle in the that you ere going to want to return to Elicoor and restock 

board solutions for the Runic Chess mini-game (use Level #5) in the “Mini-Games & Sub-Quests” on goods or do more Item Creation. For thet reeson, make 

chapter. After placing your pieces on the board, the game plays itself. If you win, the board disap- your final preparations before entering the Auins of Mosel 
Caner 8 pears and you gain access to the treasure room below. Next, head back upstairs to the Gate Room for the last time. Some recommendations are as follows: 

and the Firewall. 


Chapter Two Have your battle party between Lu. 65-70 at the least. If you 
have to make a choice, level up the characters who you ere 


most skilled at using. 
Chapter Three 


Spend some time in Item Creation creating the best weapons 
possible for the battle party. Those would include: Veinslay 


Chapter Four 


(Feyt); Mythril Gauntlets (Cliff and Mirage); Gravity Laser 
(Maria); Rod of the Euil Eye (Sophie); Ice Blades [Nel]; Paladin’s 
Helm (Roger); Claw of Judgment ([Albel]; Lunatic Shoes 
(Peppita] and The Immortal [Adray). Due to the elemental 


attributes on Nel's Ice Blades, you may want to consider 
using 8 Laser Weapon instead. Then increase the weapon's 
ATK stats with Orichalcum, or refined Boots of Prowess or a 
combination of both. The ATK stat should be between 3000- 
4000 points. Fully refined Boots of Prowess also make a nice 
Accessory for the battle team. 


To win the hidden treasure, you-must defeot the Count ot Runic Chess. Be core- Stock up on MP recovery items and food. Use the food items 
ful where you put your pieces! 


to replenish MP between battles and save the potions for 
battle. HP healing items should take second place, since you 
have at least two characters in your party who know the 


Healing spell. Put them to use between battles and save the 


HP recovery items for more important times! 


Meke or buy as many Resurrection Elixirs and Resurrection 
Mists as possible. Refine them if you want, although it’s not nec- 


essary. Resurrection Mist ts especially handy in the final battle. 


The chessboard disoppears to reveol a stoircose. 


The Firewall is a powerful security zone created to protect the Eternal Sphere and the personal data 
cache of Luther Lansfeld, creator of the Eternal Sphere and president of Sphere. The technology used 
in the creation of the firewall is highly proprietary and contains powerful defensive barriers guaran- 
teed to keep hackers and viruses out. 
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TRAVELING THAQUGH THE FIREWALL 


There's no treasure to find in the Firewall, so 
unless you are striving to get the Map 
Complete prize, it’s not necessary to explore 
every nook and cranny. The first part of the 
Chapter One | Firewall is fairly straightforward: get to the 
entrance to the second part located at the 


northern tip. Ignore the transporters; they just 
Chapter Two | ond you elsewhere on the floor. The most Ta at CH TH 


trouble comes in the form of roaming enemies pretty nerrow, making it difficult to 


Chapter Three along narrow hallways. ovoid some enemies, 


Chapter Four 


The second part of the Firewall is characterized by locked passageways and roaming polyhedrons 
that send you back to the start of the area you're in when touched. To get to the main transporter 


into Luther's realm, you must find a path through the twisting maze of hallways and avoid the poly- 
Watch out for the polyhedrons rolling oround the Firewall. If one touches you, 


you're sent bock to the spot where you entered the oreo 


hedrons. Door fields that resemble the generic green of the firewall’s circuitry are passable; doors 
that are bright blue are not passable. Each door has a green and a blue side, so when you pass 
through a green door, you cannot exit the area because the opposite side will be blue. The only way The first switch is marked as Switch #6.on the 
to flip the colors is to find a switch. map. From the entrance, take the top-right 
door and immediately head north. Take the 
door at the end of the passageway to the left 
and head north to the end of the hallway. Go 
through the right door and head down the 


passageway until you reach the door facing 
south. Go through that door, then go through 


To octivote the switch, step inside! 


the door at the east end of the passage. 


Proceed through the maze of narrow walk- 
You can pass through green door You cannot poss through blue door 


hoi aid ways, heading north, through the next green 
18/08. F 


door and past the Elder Eye. The green door to 
the right leads you to Switch #6. 


Activating the switch causes the door colors to 
flip-flop. So if a door was blue before (like the 
door out of this room), then it will be green 
and passable after using the switch. Leave the 
switch room and go as far west as possible 
until you reach a Save Point in front of a large 


| 5 Od 
This 1s the door to the main trans- 
porter room. From here, it's off to map. Save your game and take the maze of 


Luther's hideout narrow walkways to the northwest door, being 


blue door. To open this door, you need to acti- 
vate Switch #7 at the northeast corner of the 


careful not to get hemmed in by the polyhedrons. Once through the door, head to the right down the 


upper hallway and turn the switch back to green. Return to the Save Point and go through the large 
door to the room behind. 


“BATTLECOPTER 


Before you can enter Luther's realm, the Spiral Tower, he sends you a 


little present: a Battlecopter. This is a new, larger version of the fiping 
mechas you've encountered previously. Expect gunfire/missile-type 
ettecks similar to the Destroyer-type meches end s special attack called 


Back Throw. If you can dodge the Sattlecopter's attacks while keeping the 


attacks up, the Battlecopter will go down quickly. Have one or two cher- 


acters atteck from the side, while someone like Ciiff—with his multi-hit 


battle skills—pummels the Battlecopter up close 


The Spiral Tower is a special space where Luther stores his personal data. Located deep inside the 
code of the Eternal Sphere, this area is guarded by many powerful defensive programs. Anyone 
entering this area, other than Luther, is considered a threat by the operating system. 
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[ Floor 4F [ Switch }—= © 


Transporter works once you 
turn on the three switches. = 


Chapter One ‘ | Switch |—* © ah 
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PSEUDO BLAIR co | 


When Blair is pulled sway at the 


start of the first floor, you some- 
how know thet you'll see her again 
shortly. Of course, the surprise is 
when her “euil twin” appesrs so 


soon on the second floor. 


Pseudo Blair is one of the easiest 
bosses in the Spiral Tower. Looking 
at her stats you wouldn't believe 
it, but she's not that difficult to defeat 


Pseudo Blair's default attack is an energy lash thet does HP damage. Her other preferred move is the speciel 


attack, Death Howl, which sends rings of shockwaves across the battlefield. However, before you see much of her 
wrath, your other teammates can decimate her. 


To rescue the real Blair from her prison, you s 


need to reactivate the three crystals at the end > 
of the north, east, and west corridors. Each 
crystal is guarded by o different group of 
monsters. Defeat the monsters to activate the 
crystals. 


Look for three crystal statues like 
this one at the end of each of the 
three color-coded corridors. 

At the end of the green corridor, you must 
fight the Ruktogias. The Ruktogias is a power- 
ful monster that is a master of pugilistic fight- 
ing. Stay out of the way of its Chain Smash 
attack and out of range of its fists! 


Watch out for the Ruktogios’ Chain” 
Smash! _ 


Down the blue corridor, you'll encounter three 
Chimera Hawks. These three are less danger- 
ous than the Ruktogias, but just as challeng- 
ing. Try large area attacks against them or try 


to attack one-on-one. 


The three Chimera Hawks gather for 
on ottack 


The final corridor, the red one, is home to two 
Death Monsters. Watch out for their poisoned 
breath and fearsome charges. 


hn 


—— a 


Nel tames o Death Monster with her 
Mirror Slice attack 


Once you purify the three crystal statues, head back to Blair's cage and pick her up. With her help you 
can get the transporter working again and head to the next floor. 


) eee) 1 eee eee eS 


MONSTER NAME iDe 
Chimera Hawk 102 85000 26000 
Oeath Monster le? 120000 30000 
Ruktogies 175 260000 30000 


THE GEM PUZZLES 


The third floor is home to the gem puzzles. Solving them requires a basic knowledge of color mixing 
and some logic skills. When you enter the first room, you'll find two crystals, one on a red pedestal 
and the other on a blue one. Examine them closely and you'll find that they each change color in a 
specific pattern. 


COLOR CHANGE ORDER | 


Red Pedesta Black=White=Yellow=™Blue=Red 


Blue Pedestal Red=8iueYellow=WhitesBlack 


There are five colored doors with corresponding sets of crystals located throughout the buildings on 
this floor. At the time you examine a colored door, a quick cutscene displays the location of the cor- 
responding set of crystals and a number. The number refers to the number of times you can turn the 
two gems so that their colors combine to create the color of the door. Sounds simple, right? 


The first door, the purple one, must be solved in two turns. The starting colors of the two gems are 
yellow (on the red pedestal) and black (on the blue pedestal). Checking the change order of the two 
gems, you'll find that if you turn each one once—using the Ring of Disintegration—the crystals turn 
blue and red respectively, a color combination that creates purple, the same as the corresponding 
door. Creating the target color within the number of turns allotted opens the purple door; creating the 
target color using the exact number of turns opens the door and gets you a treasure chest in return. 


Find the gem puzzle and use the 
starting color of the crystals and 
the number of turns allowed to 
determine the solution. Alternatively, 
you con.use-the information provid- 
ed inthis guide! 


Approach the colored door to reveal 
the location of the gem puzzle and 
the number of turns you have in 
which to solve it 


If you solve the puzzle within the turn limit, the door opens. If you solve the 
puzzle using exoctly the number of turns ollowed, you olso get o treasure 


chest. 
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The goal is two-fold: to open the doors and get the treasures. However, you cannot redo a puzzle 
after you complete a puzzle, so you must complete the puzzle correctly using the exact number of 
turns the first time. If you think that you're in danger of failing, leave the room to reset the puzzle. 


Mnanaiiam The higher the number of turns you get to solve the puzzle, the more difficult solving it will be. ma SS 
GEM PUZZLE SOLUTIONS 


Chapter One 


Purple 
Chapter Two 


Yellow + Blue Red Pedestal: 3 Turns; 


Blue Pedestal: 3 Turns 


Chapter Three Orange Red + Yellow 


Red + Red 
Chapter Four 


WHERE ARE THE SWITCHES? 


The next puzzle is on the 6th floor. To activate the elevator to the next floor, you must turn [7 
on three switches. Unfortunately, the switches are hidden from view. To find them, exam- 
ine the walls in the three buildings to the north, east, and west of the deactivated trans- 


porter. You may find that it helps if you have the Ring of Disintegration on while looking. 


ae 


\ 


The elevator on the 6th floor is turned off. Find the three switches to 
i! 5 eS aris ES 
One of the walls in each of the three top buildings has cracks it in. When you use the Ring of 
Disintegration on the crack, a passageway appears in the wall. The switch is on the other side; stand on 
it to activate it, After turning on all three switches, you can use the elevator to continue to the 7th floor. 


After you find a cracked wall, open 
up a passogewoy with the Ring of 


Disintegration 


details. Use the Ring of Disintegration to Jocote them. 


Stand on the switch to activate it 


| LUTHER, THE CREATOR 


y First, this is a two-part battle with no = = + 
7269 an cam) ao rest in between to heel your party - 

, members. Keep this in mind while fight- oN 

ing the first part of the battle 


The first part is fairly easy, since 
he doesn’t have many special 


attack skills other than Laser 


Beams. Fortunately, the Laser 


Beams attack is predicated by the 
standerd drawing of @ magic circle on the ground. When you see one 
appesr, get out of the way! However, Luther ts more likely to use his basic 
attacks with his spear. Some of them have decent range, but are accompa- 
nied by a very noticeable plume of electricity, so they're easy to dodge 
For this battle, consider using a triumuirate of Cliff, Fayt, and Nel. Cliff 
cen work on the front line pummeling Luther end otherwise keeping him 
busy, while Fayt can work the front line fighting, or take 8 mid-line post 
casting spells. You may consider keeping Ne! on the run between the actu- 
al battle and the perimeter of the battlefield, alternstely sniping at Luther 
with her Flying Guillotine attack and healing the group es needed, With only 
60,000 MP, it’s possible to take down Luther with MP damage attacks, so 


utilize whatever is in your arsenal 


game ends after Luther's defeat. Well, at least the story part of the game. After the ending 
the credits roll, your game is automatically saved with a “Clear” tag. This save enables you 
Feturn to Elicoor (or other locations accessible through the Eternal Sphere terminal in Gemity) 
take on the three remaining Bonus Dungeons. 


BUNNY 


Hello there! 


lAMhere to tell you that you've 


Neted the main game 
jratulations™ 


After loading the “Clear” save, head down the stairs ond look for the Bunny. He 
provides the following options: returning to Elicoor on your own, or transport- 
ing you free of charge to the Auins of Mosel or Surferio 


The second time around, Luther is much more difficult to defeat. He has more HP and hes five powerful and dan- 
gerous special attacks. Perhaps the most powerful of these moves Is Insanity Prelude. When this attack name 
flashes on-screen, tske control of each cheracter, put them on manual, and move them to the perimeter of the 
battlefield [look for the narrow edges that surround about 50% of the circle], outside of the stalagmites that 
spring up before the demage really sterts. If you can get your party to the perimeter of the battlefield, they 
won't take any damage. If you don't, there's a very high probability that perty members caught inside the circle 
will not survive the ettack. This is where bottles of Resurrection Mist come in handy! For this battle, you may 
want to have one cheracter do nothing but heal your other teammates’ HP, MP and cure status ailments. If you 
are willing to give over one of your charecters' Accessories slot to an Amulet of Freedom, then do so. Paralysis 


is the side effect of two of Luther's attacks and since you can prevent it, it is 8 good idea to do so 
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but there is still a lot of fun to be had. 


After loading the “Clear” save, you are returned to the Save Point in the Spiral Tower on the staircase 
leading into Luther's chamber. Go back down the staircase and look for a large rabbit at the foot of 


the stairs. He has the power to transport you to the entrance of the Fire Wall, the entrance to the 
aze of Tribulations : "| ewe . ee 
Ancient Ruins of Mosel or Surferio, if you don’t want to walk all the way back. He also provides direc- 
tions to the first two “bonus” dungeons: the Maze of Tribulations and the Urssa Cave Temple. Where 
Urssa Cave Temple | you go first is up to you! 


During this part of the game, you'll notice that little has changed in the major areas of the game. The 
Sphere el only real difference is that you now have access to Gemity and the 4th Dimension via the Eternal 
Sphere port in the Aire/Kirlsa Hills area on Elicoor Il. From Gemity, you have access to the other 
Eternal Sphere destinations (Vanguard III, Moonbase, and Styx), or you can revisit Arkives and Sphere 
211 (which now features an exit transporter in the lobby). If you missed any treasure chests anywhere 
in the game's worlds, now is the time to collect them. Also, take the time to recruit any Inventors that 
you may have missed during the course of the main game. Lastly, take part in the mini-games in 


Gemity! 


PREPARATION FOR THE BONUS DUNGEONS 


After defeating Luther, two of the three bonus dungeons are open to exploration. Try starting with 
the Maze of Tribulations first. Since your party withstood the battle with Luther, they can deal with 
the challenges of the Maze of Tribulations. In general, use a party that is between Lv. 70-80 with 
decent ATK and DEF stats (ATK between 3500-4500 and DEF above 500). You can even use the 
weapons you used against Luther until you find new ones in the Maze. 


The key to survival in the Bonus Dungeons is to keep upgrading your materials. When you get new 
armor, check to see if it has any good factors that can be duplicated through Specify Plan and do it! 
At this stage of the game, shy away from the “ATK +500" factor from Orichalcum and use the “+30% 
ATK/DEF" factor from fully refined Boots of Prowess instead. This has the added effect of raising that 
all-important DEF stat, too. Basically, don't be afraid to leave the dungeons behind for the quiet of 
the workshop. At this point in the game, leveling up and Item Creation must go hand in hand if you 
want to survive. 


THE BONUS DUN N 


After you defeat Luther and watch the ending cinemas, your game is automatically saved with the “Clear” flag. This save status allows access to three special “bonus” dungeons. The main storyline may be over, 


COMPARING THE BONUS DUNGEONS 


There are a few differences to note between the Bonus 
Dungeons in Star Ocean: Till the End of Time, Star Ocean: The 
Second Story, and Valkyrie Profile. 


If you're @ Tri-Ace fanatic, you probably already knew to 
expect e “Cave of Trials” or other Bonus Dungeon once you 
finished the game. So how do the Bonus Dungeons in SO: TTEOT 
stand up against those in previous Tri-Ace games? 


Actually, they're quite different from the past games. 
The Cave of Trials in Star Ocean: The Second Story was HARD 
personified. Although it was only 13 levels long, each level 
was filled with difficult puzzles and harsh enemies. To make 
matters worse, there were no Save Points and the construc- 
tion of the dungeon itself really discouraged you from 
leaving once you got more then a few levels down. The bonus 
dungeon in Valkyrie Profile wasn't much better. 


In SO: TTEOT, the bonus dungeons sre much more 
user-friendly. Each dungeon, with the exception of the Maze of 
Tribulations, has 8 Save Point et the beginning and e source 
of healing nearby. Since the Maze of Tribulations is located in 
the city of Kirlsa (remember that boarded-up mine?], you can 
heal and save at the Inn. In addition, the dungeons feature 
elevators [or a long central corridor in the case of the Urssa 
Cave Temple) that enable you to leave the dungeon and return 
to where you left off with little backtracking. This makes 
sense once you realize how much Item Creation is involved in 
getting through the dungeons and especially the final 
bosses. [Successful Item Creation equals time, Fol, and the 
ability to save and restart in case things go wrong!) The 
tradeoff is that instead of one merathon-style dungeon, you 
get three different dungeons! And you also get an after-game 
experience that really becomes just as important and fun—if 
not more so—as the main part of the game itself. 


MAP COMPLETE: 
1/1 SCALE BUNNY 


This dungeon is only included in this chapter because it’s a completely optional dungeon that 
doesn't really fit into the main storyline. Look for the entrance in the Surferio Annex section of 


the Irisa Fields. It is marked by a very visible Save Point at the top of the staircase that descends Chameleon 098 4000 168 
into the garden. 

Lady Beast 252 8600 400 
The best time to explore this dungeon is either right before or right after you are sent to the 
Shrine of Kaddan for the first time. If you attempt this dungeon before that quest, you'll find it Sculpture Guard 380 nooo 3200 


to be a difficult task but not impossible. If you take on the dungeon after clearing the Shrine of 
Kaddan, it will likely be easier depending upon how much you leveled up during that quest. 


Of course, the main treasure in the Aquatic Gardens is Paracelsus’s Table. This artifact opens 
up the Versus Mode mini-game when you show the table to Welch Vineyard in the Guild office in 
Peterny. 
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GETTING STARTED 
CHARACTERS 


WALKTHROUGH 


PRIVATE ACTIONS 


MINI-GAMES AND 
SUB-QUESTS 


ITEMS 
AND EQUIPMENT 


SLIDING BLOCK PUZZLES 


The only obstacles in the Aquatic Garden come 
in the form of three sliding block puzzle 
rooms. They are easily recognizable by the col- 
ored tracks in the level and the green buttons 
by the entrance. To turn on the puzzle, step on 
one of the buttons. 


32e of Tribulations 


Ursse Cave Temple 


Sphere 2ll 


To push a block, stand in front of it 
[in the direction you wont to push 
it] ond press the X button. Since the 
blocks travel on tracks, the direc- 
tion in-which- you con push the block 
is limited. If the block is hemmed in 
on that side, you can’t move it until 
you clear owoy any obstocles. 


PUZZLE ROOM ONE 


When you enter the first two rooms, 
you have’no other choice but to 
turn on the puzzle. The switch for 
the third one is set further in the 
room: This.enables you to attempt to 
walk through possible solutions 
before turning on the puzzle. 


The idea here is to slide the blocks around the 
room until you unblock a path to the exit. Each 
block travels along a track set into the level 
(they are color-coordinated so that you can tell 
where each block goes) and solving the puzzle 


requires that you figure out which blocks to 
push and in which order. 


There's no real way to “cheat” through the puzzles. If you enter the room without turning on the puz- 
zle, you'll find any treasure chests in the room covered with a clear block and the “true” exit blocked 
by a gate. There's no way to get the goods, then leave other than by sliding the blocks! Of course, if 
you get stuck, you can always press the Select button to reset the puzzle. 


it 1s disappointing to realize that you can’t get onywhere without solving the 
puzzle! When the puzzie ts off, treasure chests ore covered and the main exit 
ts gated! 


This puzzle is straightforward and easy to solve. Simply push the blocks out of your way. Follow the 
steps listed here: 


SOLUTION, PUZZLE ROOM ONE 
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1 A White 
2 8 Red 
3 C White 


PUZZLE ROOM TWO 


The second puzzle is a bit more complex and requires that you move pieces around and even move 
one back. This is the first room with treasure chests in it, so you might want to consider doing some 
sliding on the side to get to them. 


SOLUTION, PUZZLE ROOM TWO 


1 A Red 
3 C White 
5 E Red 
? 0 Red 


This puzzle is a tough one! It takes 12 steps to solve and you can find yourself in a big mess if you 
miss a step or push the wrong block. Getting to the main exit is tough, but it pales in comparison to 
accessing the treasure chest in the northwest corner! 


SOLUTION, FOR PUZZLE ROOM THREE 
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“THE SCULPTURE LOAD 


the benefits of exploring this dun- 
geon efter completing the Shrine 


GETTING STARTED 


of Kaddan is that your party can 


level up over the trip. CHARACTERS 


The Guards and the Sculpture Lord 
have normal tolerance for Ice and 
Fire attacks, making it okey to use 
Fire Bolts, Ice Daggers, Fiery 
Tackles, etc, The Sculpture Lord is 
partially resistant to Wind attacks, and both enemies cen convert 
the damage from Earth attacks into HP for themselves, so turn off Earth 
Glaive and/or Lightning Blast or any other similar attacks on computer- 
controlled cherecters before heading into battle. 


WALKTHROUGH 


PRIVATE ACTIONS 


MINI-GAMES AND 
SUB-QUESTS 


First, take out the two Sculpture Guards. These boulders are quick and 
agile and their attacks really hurt. Concentrate on defeating them while 
staying out of the way of their master. 


ITEM CREATION 


ITEMS 
AND EQUIPMENT 


When the Guards are history, it’s time to gang up on the big guy. This two- 
sided sculpture attacks from both sides, making it difficult to get close. Watch closely for the Lord's big spin- 
ning attack, though, when you do get close. The multiple hits this attack can inflict will severely damage any 
cheracter caught in the line of fire. Have at least one character atteck from the sidelines so he or she can pull 
double duty as e healer. After the fight, grab the Paracelsus’s Table from the chest and go to the Guiid 
Headquerters in Peterny to activate this artifact! 
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SANTA MONICA 


Cooking Ingre 


dients 120 Fol 


Aichemy Materials 120 Fol 


Writing Mater 


tals 120 Fol 


Machinery Materials 120 Fol 
Smithery Materials 120 Fol 


Crafting Materials 120 Fol 


Compounding Elixirs 120 Fol 


Santa's Boots 


5000000 Fol 


Tri-Emblem 


6068400 Fol 


Grab Bag 


9800000 Fol 


There is a small teleporter inside o once blockaded mine within the city of Kirlsa, behind a cave-in. 
Step inside to go to one of the three bonus dungeons. Inside the Maze of Tribulations you'll find dif- 
ficult challenges and dangerous monsters, all very appropriate for a seasoned adventurer. 
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OVERVIEW 


For the most part, this dungeon is very straightforward. Venture through a level to the boss that is 


guarding the stairs to the next level. After defeating this foe, descend to the next level and do the 
same thing all over again. You must complete Levels 2 and 3 and Levels 6 and 7 in tandem, because 
they feature a 4x4 room sliding puzzle on the upper level. To collect all of the treasures on the lower 
level and reach the stairs to the next level, you must move the rooms around and jump down the 


lower level at certain points. 


The entrance to the Moze of Tribulations is located in the mine in the southwest 
corner of Kirlsa, Look for an area blocked by debris and use the Ring of 
Disintegration to clear o poth. The tronsporter inside takes you inside the Maze. 


No one knows who built the Maze of Tribulations, but everyone seems to hove a 
lot of quesses 


A word about the bosses: With the exception of 
Gabriel Celesta, the “real” boss of the dun- 
geon, all of the rest are monster-types that 
you've fought before. In general, if you don't 
encounter any problems fighting the monsters 
on a current level, you won't have problems 
defeating the boss. If the normal battles are 
rough, then level up your characters or 


Even Cliff is ofraid of Vox's reincor- 


noted form! 


upgrade your equipment before fighting the 
boss. 


LEVELS 82 AND B3: SLIDING ROOMS | 


You must complete Levels B2 and B3 in tan- 
dem to collect all of the treasures. From the 
first room, head right down the hallway. At 
the end, go to the north to find a switch. Turn 
on this switch to access the sliding rooms puz- 
le in the northern half of the level. 


Turn on the puzzle to ploy. 


Here’s how it works: In a 4 x 4 grid of rooms, you must slide the rooms around in such a way that 
you move the open hole from the southeast corner to the northwest corner of the grid. Then jump 
down to the level below (B3F), defeat that level’s boss, and continue on your way. To get all of the 
treasure on level B3, though, you need to slide the rooms around on B2F so that you can jump down 
to B3F at specific points. By looking at the maps for those two levels, you'll see that the grid of rooms 
on B2F lines up exactly with a hub of unconnected rooms on B3F. 


Use the large mop screen to pinpoint 
your location within the grid. You 
may occasionally need to trovel all 
around the puzzle to get to the next 
room! The redines indicate that the 
door on that woll is sealed shut 
These doors open once you've solved 


Examine the control in the center of 
the room: If the room con be moved 
[1.e., if it's next to the open space) 
you can opt to move the room there 


the puzzle once 


Once you align the gap in the puzzle over the room on level B3 that you want to explore, jump down 
from one of the ramps outside the exits facing the hole. Each hallway on level B3, with the exception 
of the hallway containing the boss, has a teleporter that will return you to level 2B. However, jump- 
ing down to level 3B resets the puzzle above, forcing you to start over again. 
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To yump down to the level below, use one of the doors that lead into the empty 


space and jump off the ramp. 


MINI-GAMES AND 
SUB-QUESTS 


ITEM CREATION 


. —— 
ITEMS 
AND EQUIPMENT 


en 


BESTIARY 


quatic Gardens of 
Surferio 


Jrssa Cave Temple 


Sphere ll 


If you're still having trouble, a more descriptive solution follows. The room numbers listed in the table 
refer to the room in that position on the grid at that time, instead of one specific room all the time. 


SOLUTION TO THE SLIDING ROOM PUZZLE ON LEVEL Be 


—MOQUVE « AQOM 
} 0-3 
3 C-2 
5 B-| 


THE ELEVATOR 


The reward for completing the Sliding Room puzzle is passage to the next level. However, this comes 


in an unusual form. Before you leave the level by the staircase in the boss room, make sure you 
locate the switch and turn it on. This switch activates an elevator that runs from level B1 to level B4. 


However, if you take the stairs and leave the treasure room without activating this switch, you're 
forced to go back to level B3 the hard way! 


prep ene fle ene STS 
This switch on 83F activates the elevator on BIF. This elevator is the only way 
down to Jevels 84 ond below! 


THE SANTA CLAUS MERCHANT 


With the elevator now active, you can explore 
the annexes on levels B2 and B3. There's a 
character known as Santa on B3F. This travel- 
ing merchant makes the section of the Maze of 
Tribulations his home for the rest of the game. 
Santa sells a variety of rare and precious 
items, including all of the basic Item Creation 
materials (except for Synthesis Materials), Tri- 
Emblems, and Santa's Boots 


Forget the Grab Bag and even the 
Tri-Emblems! Spend your hard earned 


Fol on this potential moneymaker! 


The Santa’s Boots have the power to grant the 
wearer (Fayt) a present when he spends the 
night at an Inn. You don't receive a present 
each time, nor are you guaranteed to get a 
great present. However, if you try long 
enough, you may get something awesome! 


Synthesis Materials 
Bunny Shoes 
Tri-Emblem 
Tri-Emblum 
Scumbog Slayer 
Earth Pixie 

Woter Pixie 


Fire Pixie 
Wind Pixie 
Celestial Pixie 


POSSIBLE PRESENTS FROM THE SANTA'S BOOTS 


a 


Santa is one of the most useful 
salespersons in the game! 


The best item in Santa's shop is Santa’s 
Boots. Read onward to learn how to easily 
recoup the money you spend on this item! By 
purchasing this item, you'll end up with Tri- 
Emblems for your entire battle party for free! 


You are more likely to end up witha 
useless stem rather than something 
really great. However, getting a Tri- 
Emblem for free—which retails for 
6068400.Fol—makés the work totally 
worthwhile. 


Crude Ring 

Heavy Ring 

Loose Ring 

Tacky Earring 
Humiliating Earring 
Pitiful Earring 

Heovy Bracelet 
Third-Rate Bracelet 
Laughable Bracelet 
Embarrassing Earring 


The main problem here is that waiting for a worthwhile item from the Santa's Boots can be somewhat 
boring. However, it doesn’t have to be. If you have a turbo controller, set it up so that it plays the 
game automatically. Just equip Fayt with the Santa’s Boots and go to a cheap Inn (like the Iron Maiden 
in Kirlsa). Put the X button on turbo, then tape down the button securely. Since that’s the only button 
you press when you purchase a room for the night at an Inn, your character will continue to buy a 
room and go to sleep over and over until you stop it. 


However, it won't take long before your inventory fills up with the lots of presents. Naturally, you'll 
get the max amount of the common items before you get more than 5-10 of the rarer ones. To effi- 
ciently use this as a way to make Fol, check back every 2-3 hours and sell off your presents. You'll 
be amazed at how much Fol you con make from selling 20 Tri-Emblems and Celestial Pixies! The high- 
ticket items (like the Bunny Shoes and Tri-Emblems) are handed out less often, but you only need 
three of each one in your inventory before you can start selling the rest of them for Fol. 


LEVEL 84: TOILING IN THE DARKNESS 


The fourth level offers a unique challenge. The entire level is dark, except for the areas lit up by the 
glow of the Aqua Wisp. To summon the boss and open the staircase to the next level, you need to 
extinguish the light from the Aqua Wisps. Head into the main chamber and defeat those creatures. 
There ore three areas (marked on the map) where these enemies spawn. After defeating all of the 
Wisps in one of these areas, head to the next one and start over again. When no more Aqua Wisps 
remain, the main room becomes dark and this level’s boss appears. Head for the southeast corner of 
the room and look for the dimly lit staircase. 


When the room gets totally dark, 
head to the stairway to the next 
level.in the southeast corner of the 
room. If you've done everything 
right,-a.monster will be waiting in 


the doorway, 


There ore several locations in the 
main level where the Aquo Wisps 
spawn. Defeat them all in one oreo, 


then heod over to the next oreo. 


LEVEL 85: PUFFY €3 


If you completed the Cave of Trials in Star 
Ocean: The Second Story, then Puffy should 
look familiar. The set up here is virtually iden- 
tical. When you meet Puffy near the start of 
the level, she summons a monster and orders 
it to attack. Defeat the creature to make 
Puffy run away. After exploring the level, you 
run into her again. This time you can choose 
to help her or not. By helping out, you can 
recruit her as an Inventor. Puffy is the best at Compounding in the game and makes a nice addition 
to your crew. Simply defeat the monster menacing her and acquire the Experimental Remedy 
from level B2F. 


Remember this girl's nome! 


LEVEL 86 AND 87: SLIDING ROOMS |! 
There's quite a bit of traveling involved to reach 
the switch that turns on this puzzle. Once again, 
take the passage fo the right of the entrance 
and follow it to the end, past an exciting battle 
with Mighty Vox. 


You may recognize Vox, but who's 


the kid who summons him? 


When you get back to the start of the puzzle, brace yourself. In the second Sliding Rooms puzzle, 
more than half of the rooms have one sealed door, which makes the task even more challenging. In 
addition, the number of rooms you can jump down into on the level below grows from seven to 11. 
Check out the following section for the solution. 


w 
o & 


- ay) 


wo 
ae] 
rm 


~ 
o 
w 


w 
@ 
w 


S 


oko =] 
' ’ 
ro Bw rm 


GETTING STARTED 


CHARACTERS 


WALKTHROUGH 


PRIVATE ACTIONS 


MINI-GAMES AND 
SUB-QUESTS 


ITEM CREATION 
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AND EQUIPMENT 


GABRIEL CELESTA tt a 


* To trigger the final battle of the 


dungeon, you must fight the mon- 


sters in the four rooms at the top 


of the level. When they're van- 
quished, heal up prior to returning 


to the center of the main room. 


That's where end when you meet 


Gabriel Celesta! 


Maria explains that Gabriel Celeste is one of a pair of celestials. This fight 


Sphere 2l1 


is fairly difficult the first time through [you can fight him whenever you like 


after you defeat him once}, but you'll soon catch on to his attack style 


Gabriel has two big attacks thet cover almost the entire battlefield. The 


first, and most common, is Lightning Feather, 8 gient lightning storm. This 


one centers itself sround Gebriel Celeste, so its range is determined 


largely by the boss’s current position. If Gabriel uses this special attack 


while in 8 corner, it won't effect any cheracters on the opposite side of 


the field. This attack is somewhat weak, so you can defend against it 


When Gabriel Celesta’s HP/MP reaches ebout one-half, he starts using the Dragons attack. This attack is focused 


on the center of the field end hes 8 wide area of effect. Because this attack doesn’t affect the entire field, you 


can find places outside the circle of effect that are safe 


As with most major boss battles, survivel comes from good healing practices end your party's ability to keep the 


boss from pulling off major attacks. Defeating Gabriel Celeste unlocks the Sealed Levels of Sphere ell, as well as 


the two treasure rooms slong the south wall of this main chamber. 


The entrance to this temple appears after you defeat Luther at the end of the main game. Look 
inside the room in the northeast part of Crosell’s Lair to find it. No one really knows what lies 
inside this temple, but the rumors are dire! Look to the Books of Prophecies to uncover the secret 
inside the temple! 


MAP COMPLETE 
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GETTING STARTED 


CHARACTERS 


WALKTHROUGH 


PRIVATE ACTIONS 


WHICH COMES FIAST? WINI-GAMES BNO 


It’s tough to judge the difficulty of this area. Therefore, it’s wise to undertake the Urssa Cave Temple | SUB-QUESTS 
after completing the Maze of Tribulations. This way, you'll be better prepared for the boss fights at the i 
end of the first and second levels. Save the final boss fight until you're about one-third to one-half of || ‘TEM CREATION 
the way through the Sealed Levels of Sphere 211. This will provide time to level up your battle party 
and refine new weapons and armor. ITEMS 

AND EQUIPMENT 


THE ELEMENT PUZZLES 


The puzzles in the Urssa Cave Temple are based around the four elements: Water, Fire, Earth, and Air. 


This theme is echoed throughout the dungeon in its barricades, enemy units, and treasures. To solve 


ee aS puzzles, you must understand the relationship between the elements. 


wane of THE ELEMENTAL LOWDOWN 
Surferio = a 


ELEMENTAL ORB COLOR CORRESPONDING MONSTERS _ OPPOSITE ELEMENT _ 


a Orb of Fire Red Core Wisp, Nova Blade Water 
ze of Tribulations 
Orb of Water Blue Acid Gel, Aquaregia Fire 
-_ Orb of Earth Yellow Grand Shrieker, Botenic Savage Air 
Orb of Air Green Ancient Bat, Breeze Hunter Earth 


ASSA CAVE TEMPLE 


Sphere 2! Basically, the puzzles work like this: In each level you must find four special Orbs (the Orb of Water, 
Orb of Fire, Orb of Earth, and Orb of Air). These orbs correspond with the barricade placed strategi- 
cally throughout the dungeon. To dispose of the barriers, place the Orb of the opposite element on 


the special pillar in that room. However, there is a catch. After placing an Orb on a pillar, all of the 


monsters whose elements correspond with the orb’s become invincible. 


You must octivote more than one pil- 
lar in some oreos to rid the room of 
its barricades 


The orb pillors ore easy to recog- 
nize. Once you ploce an orb on top 
the plotform starts to pulse with 
the orb's corresponding color, satu- 


rating the room =e: 


If on invincible enemy ombushes your party, escope from the bottle! To moke this 
tosk eosier, equip the Bunny Shoes accessory ond/or set your porty to the 
Escope battle formation 


The puzzles are straightforward, but they get more difficult the further you get into the dungeon. In 
the first level, simply grab the orbs from their chests in the four rooms and place each one on one of 
the four pillars in the center of the main chamber. 


obtained. 


In the second level, all four orbs are already 
placed on pillars so go around the level and 
collect them. The easiest way to determine 
whether or not an orb is in a room is by the 
color of the light. Look for the orbs in the 
southwest and northeast chambers and in both 
center rooms. To access the third level, place 
the Orb of Earth on the pillar in the middle 
of the two lines of barricades in the first room. 
Then head north to the second of these center at ony one time 
chambers and place the remaining Orbs on the 


The trick to this level is keeping 
track of where each orb is located 


three pillars in front of the exit. 


The third chamber is filled with the barrier 
pots! Grab the four orbs from their chests in 
the boss chamber at the end of Level 2, and 
use different combinations on the two pillars 
in the main chamber of the third level to 
access different areas. 


The fun part is trying out different 
orb combinations to see which ones 
open Up which oreos in the room 


GETTING AROUND LEVEL 3 


— 


—OAB COMBINATION CL OC ATION 


Fire and Water Item #24 [see map) 

Air and Water Northeast Room [item «23, see map) 
Earth and Air Item #? [see map 

Fire and Air Final boss chamber 


HELL HATH NO FURY LIKE POTENTIAL 
TEAMMATES SCOANED! 


The bosses in the Urssa Cave Temple are actually friends! Or at least, ex-friends... Who you face at 
the end of the first two levels is determined by which of the optional characters you chose for your 
party. The two characters left behind get to seek their revenge at this time. The battle at the end of 
Level | features one of the characters you didn’t recruit, while the other character starts in the boss 
battle at the end of Level 2. 


Who will oppeor out of the fountain when you ploy through this battle? 


The difficulty level of these battles depends 
largely upon which characters you left behind. 
If you took Albel and Nel on the rest of your 


While this enemy might be manageable on its own, it is paired with the same character who starred 
in Fayt’s “couple” ending. If you received Fayt’s solo ending, then he appears here coupled with 
Luther. Fayt’s partner really sets the tone of the battle to come. If Fayt was paired with Sophia or 


adventure, then you get to fight Peppita and Adray, prepare for a magic-imbued battle. If Fayt was paired with Nel or Albel, prepare to run a lot. 
Roger. If you took Peppita and Roger, you'll 
battle Nel and Albel. If you recruited each one 


on a temporary basis and played around with 


them, you should understand their battle iiith the exception of spells, all of 


the mirror images of the playable 
chorocters come equipped with their 
stondard Battle Skills. 


strategies and attack capabilities. 


In this battle, a complimentary enemy accompanies each spurned character. Peppita fights along side 
the chimera Hodge Podge, Nel fights with the crystal statue Zorto, Roger with the mecha Farbnil, and 
Albel with a demonic Romero. In the first battle, the characters are at Level 80, while in the second 
battle, they increase 40 levels in experience and strength. If you attempt the Urssa Cave Temple right 
after completing the Maze of Tribulations, your battle party should be around Level 100. This should 
make the first fight somewhat easy, but the second one may be more challenging, depending on your 


opponent. 


wP §79l2 
up 795i, 
100s, 


it cames os no surprise to see Albel accompanied by a demon prince. 


THE ULTIMATE BOSS: FAYT 


Ethereal Blast is o beoutiful, but 
deadly, ottock 


At the end of the third level, Fayt makes an 
appearance. In this battle, Fayt’s mirror 
image appears at Lv 160 and has the ability 
to use Fayt’s “ultimate” attack, Ethereal Blast, 
in the strong position. Since you find the scroll 
with this spell in the Sealed Levels of Sphere 
211, there is a chance that you may not actu- 
ally have it yourself. 


“Huh? Someone else?” _ 


Reset your bottle party's costumes to the IP set [if you have the ability to 
change them]. There is nothing worse thon entering this bottle with one or 
more characters in your party wearing the some cP outfit os the enemies. 


If you enter this battle with your battle party at around Lv. 100 or lower, you may be overmatched, 
Fayt is a powerful opponent, but there’s a good chance that his partner will be even more so. Consider 
taking part in this fight once your battle team has reached Lv. 160 or higher. Clear out as much as 
possible from the rest of the dungeon, then head to the Maze of Tribulations or Sphere 211. 
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It's back to the Sphere Corporation's Headquarters at Sphere 211 for the final bonus dun- 
geon. Defeating Gabriel Celesta unlocks the seal on Levels 101-210, providing access to their 


*Lettered collouts correspond to the table on poge 1/46. 
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EMPTY 
Ps Strengths Berries] Book of Prophecies 6 


Intellect+ Berries 


Ri ity Ber 


EMPTY EMPTY 


PT seus! of fuarice | EMPTY Jewel of Refuge 


Celestal Faerie EMPTY EMPTY Jewel of Alertness 


Agilitys Berries 
LL TES A TT 


Profound Scroll 


Strenath+ Berries 


NAVIGATING SPHERE ell’'S SEALED LEVELS 


Levels 101 to 210 are unsealed once you defeat Gabriel Celesta at the bottom of the Maze of 
Tribulations and form the final bonus dungeon in the game. You need to clear this dungeon much in 
the same way that you cleared the first 100 levels in Sphere 211 during the main game. 


The tronsporter is a new addition to the lobby. it is programmed to take you 
directly to the Gemity Spacetime Station 


The setup is identical with the exception of 
one thing: Each level follows one of eight level 
plans. The items chart indicates which level 
plan each level follows and any associated 
treasures. To reach the top of the building, 
however, you must walk from level to level. 
Unlike the main game, the elevators between 
Levels 101-210 only go up a single level. To Return to the Lobby often to heal 

get to the next level, explore the level until and save your gome. 

you find a second elevator. After climbing a 

level, it is locked into the elevator's memory, allowing you to take the down elevator to the lobby and 
return to the last level you visited when you are ready to continue the trek. 


The monsters that inhabit the tower change about every 10 levels. There is a sub-boss near the exit 
around every 10 levels as well. It’s a good idea to head back down to the lobby to save your game 
either before or after you face each boss. This also provides an opportunity to leave Sphere 211 to 
do tem Creation. 


LEVEL BOSSES AND THEIR PRIZES 


101 Norton Redux Spirit of Lilith 

126 Shadow Oragon Heavenly Spirit 

197 Frenzied Biwig Fangs of the Wicked 
170 Arch Demon Oragoon Laser 

i8t Anary Azazer, Raging Belzeber Valorous Gauntlets 
192 Furious Berial Angelic Cape 

210 Lenneth Valkyrie Garb 


2il Ethereal Queen Spirit of Lilith 


It's relatively easy to level up in Sphere 211, so take advantage of the opportunities. Try to level up 
each character at least one level—if not two or three—on each level. The goal is to have your bat- 
tle party at level 255 by the time they reach Level 210. 


The sub-bosses are the same mixture of familiar faces and big monsters who later become basic ene- 
mies. Since you should be familiar with most of these enemies, you should be able to dispatch the 
ones lurking in Sphere 211 without any problems. Just keep in mind that while they may have many 
of the same attacks as before, they are much more powerful. 


It’s Super Bloir, the enemy Psuedo Blair wanted to be! 
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i... °° | 
PREPARING FOR THE BIG BOSSES AT THE TOP! | at 9999, with DEF ot 3000-4000 points or higher 


e To attain those stats, moke sure thot your battle party is wearing the 
Before you get to the 210th level, make sure your battle party is really ready for the super bosses best armor [Valiant Moil, Dragon Leather, or Seraphic Garb] refined so that 


that await them. Don’t use your performance against the previous bosses as a guide! They were child’s all eight slots are filled with the DEF bonus with which the armor starts 
your pel i) pi g Y 
play in comparison to what Lenneth, Ethereal Queen, and Freya have to offer. The basic guidelines for out. Fill the Accessory slots with o Tri-Emblem and a fully refined pair of 


Aquatic Gardens of these battles (in Galaxy Mode, mind you) are listed in the sidebar to the right. Boots of Prowess. For weopons, use the ones you found in the Maze of 
Surferio Tribulations and the Urssa Cave Temple os a base for your super weapon 


However, if you are playing on Universe or 40 mode, spend some time and 


Fol refining the Ultimate Weapons you obtained as prizes from the Sphere 
2/I bosses. Fill the eight slots with “+30% ATK/DEF” factors if you like, or 
save some room for some of the other helpful factors [like the fully refined 
fled and Slue Talismen's “No HP domage 30% of the time” and “No MP damage 


aze of Tribulations 


Ursse Cave Temple 


30% of the time.") If you don't plan to use the Ultimate Weapons [once 
you've refined the negotive foctors off), consider clearing the Single 
Battle Mode ot the Fighting Areno to get the “ATK +1000" factor on the 
Imposing Scroll prize. Be careful when Synthesizing this to a weapon, os 


you only get one of these items. If you are using Sophio or Adray in your 
porty, synthesize the “+30 INT increase” factor from a fully refined 


Bangle of Intellect accessory to increase their weapons’ INT stat. 


* Stock up on all of your favorite, battle-usable, healing ond resurrection 
potions. Consider moking or buying 20 Resurrection Elixirs and 20 
Resurrection Mists. Also, take along 20 Physical and Mental Enhancers 
eoch. Regardless, the idea is to have a full inventory of healing options 


CG Along the some line, stock up on Stun-type bombs. These items work very 
well if you need to knock an enemy out of a particularly dangerous attack 


This con often meon the difference between life ond death. 


(3 Don't forget about the Shielding Device. It provides 30 seconds of inuul- 
nerobility to the user, but the user con't ottock. Use this on chorocters 
ploying o support role to protect them during super powerful attacks 
Although the chorocter con't attack, he or she can still use recovery 
items or bombs 


— | 


VENNETH 


if you played Valkyrie Profile, you 
should be 


attacks. (For those who haven't 


familier with Lenneth’s 


played Valkyrie Profile, Lenneth is 
the main cheracter.] Her main Special 
Attack is Nibelung Velesti, a super- 
powerful, shockweve-type sttack 
that covers the entire field. It can 
easily wipe out your entire party in 
no time. To make matters worse, 


Lenneth only uses this attack when 


she’s running low on life 


To combat the massive demage potential of Nibelung Valesti, try stunning Lenneth out of the attack with any one 


of the game’s stun bombs. Or, use a Shielding Device to protect any specially vulnerable party members 


Expect this to be a long battle. One of the many Bettle Trophies here is rewarded for beating Lenneth within 


10 minutes 


Yo; {t seems unlikely, but the Ethereal 
~) Queen Is a bit easier to defeat than 


ETHEREAL C QUEEN 


Lenneth. While she does have 6 

potentially deediy all-encompassing 

yy attack similar to Nibelung Velesti 
{the lovely Celestial Star], it 

appeers to do less damage and it’s 

g easier to interrupt. In fact, the 
2 Ethereal Queen ts easier to control 
with a couple of melee fighters. 

Like the battle with Lenneth, this 


one may last about 10 minutes 


Ethereal Queen relies on a couple of attacks. First, she uses a lot of phys- 
ical attacks. Since they usually travel along e straight line, they sre easy 
to dodge. However, one of them causes Paralysis, so be ready to heal if 
more then one character gets ceught. The Ethereal Queen also hes a 
unique Special Attack called Blinding Field. This attack wraps the terget in 
8 bright, golden sphere of light, trapping it and preventing it from moving. You must wait for the sphere to dis- 
sipate before your character can move again. To make metters worse, you can’t heal this status, forcing you to 


wait it out. 


After her defeat, the Ethereal Queen relinquishes 8 special orb thet enables you to summon a great euil to fight 
To use the Angel Orb, return to Elicoor |! and go to Crosell’s Lair in the Urssa Lava Cave. Approach his usual 
resting plece on the stairs. You're then asked whether or not you went to use the orb. If you choose to use it, 
the fins! boss in the game sppears—Freya. Like the Celestial bosses, Gerbriel and the Ethereal Queen, you can 


fight her multiple times. Simply return to the steirs in the Ursse Lava Caves and seek her out. 


Freya is another cheracter from 


Valkyrie Profile, She is very diffi- 
cult to defeat, even with all of the 
eppropriete precautions teken. 
atteck, 
Ether Strike, is impossible to 


Her all-encompassing 
dodge and can easily kill even the 
toughest cheracters. To make mat- 


ters worse, she uses it routinely 


throughout the battle. Your best 
bet to survive this attack is to prevent it all together. Use stun bombs [in fact, dedicate a cheracter specifi- 


cally to bomb patrol!) to knock her out of the attack before it begins 


Timing is truly the key here, as she summons the attack very quickly. Another tactic is to use a Shielding Device 
on the character you're playing as to at least survive the attack. Then use 6 Resurrection Mist to heel those 


who didn't survive. It is very easy to lose focus near the end of the fight only to have her unleash Ether Strike 


while your character is running to get within attack range. You don’t want to start the whole battle all over 


again! After you defeat her, you can summon her again by taking the Angel Orb back to Crosell’s Lair. 
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BESTIARY 


TE Aga 


While playing through Star Ocean: Till the End of Time, you'll encounter small events that help shape the relationships between Fayt and the other main characters. These events are called Private Actions (PA) 
and they exist to expand the storyline, increase your knowledge of the characters’ lives, and determine what happens to the characters when the game ends. If you played Star Ocean: Second Story, then you are 


probably familiar with this system. If you're new to the Star Ocean world, however, then read on! 


Private Actions are unique events that provide glimpses into the characters’ personalities and rela- 
tionships outside of the main storyline. Basically, they explain more about the party members. 
However, participation in these Private Actions impacts the relationships between characters (described 
in Affection Points) both negatively and positively. Although this doesn’t impact their performance in 
the game, it does determine which character Fayt is coupled with at the end of the game. So, if you 
really like Sophia and want to ensure that Fayt and Sophia end up together at the end of the game, 
then make sure that Fayt doesn’t alienate or insult her during any of the Private Actions in which you 
participate. 


At the start of the game, the characters are assigned a spread of Affection Points (see the following 
table) that describe the relationships between them. Reading the table horizontally indicates how each 
of the characters feel about a single character. Reading the toble vertically indicates how a character 
feels about each of his or her teammates. For example, the information in this table indicates that 
Fayt begins the game predetermined to like Sophia, his childhood friend, and Mirage, his instant 
crush, more than any other character. In contrast, Mirage likes Cliff and Maria, her buddies in Quark, 
slightly more than she likes Fayt. During the course of the game, you can use the Private Action sys- 
tem to change those figures and either strengthen or weaken those bonds. 


STARTING AFFECTION POINTS 


A A LL a CS CR 


Private Actions begin automatically when you enter a designated room, initiate a conversation with a 
certain person, or perform some other controlled action within a set time frame. Few Private Actions 
are associated with Main Events, so you can determine which ones you want to participate in and which 
ones you want to avoid. 


PAS EXPLAINED 
PAs essociated with Main Events cannot be skipped, so read 
up on their effects ahead of time! 


How a PA affects the relationships between characters largely depends upon the PA itself. Some PAs 
require that you, as Fayt, respond to the situation, leading to multiple outcomes, while other PAs affect 
party relationships simply through the act of participation. Remember: PAs don’t affect the main sto- 
ryline, but rather whom Fayt ends up spending time with at the end of the game. As a result, unless 
you have a preferred ending in mind, feel free to experience as many PAs as possible and respond 
freely. If you want to view a particular ending (or attempt to see them all), then the distribution of 
Affection Points in the PAs will be of particular interest. 


As stated earlier, Affection Points are added and subtracted to the base stat based upon what occurs 
in the PA. If you are asked to respond to a situation, then how you respond determines the final point 
spread. Affection Points are added and subtracted based upon how all of the playable characters in 
the game would respond to the situation or your response. This includes characters who you may not 
have even met or allied with yet. So, if you choose to treat Sophia badly in an early PA, not only does 
this affect how Sophia feels about Fayt, but you will likely lose the respect of the other female char- 
acters as well! In general, if you participate in PAs that are virtuous in nature or choose the most 
respectful response, the other party members will—as a whole—like Fayt more. But if you choose 
PAs that involve Fayt snooping through trash or being overly curious, or if you select responses that 
are mean or hurtful, the other party members are more likely to dislike Fayt. Again, this doesn't real- 
ly matter unless you want to see a specific ending. 


The game's ending is divided into two parts: the end of the storyline and the character endings. There 
are two types of character endings: solo endings and the couple ending. The endings are determined 
based upon the final tally of the Affection Points. The couple ending is chosen based upon the follow- 
ing criteria: 

The portner chorocter must be o member of your party by the time of the final 
boss fight. 


e Foyt's affection stot for this person must be 2! points or higher, while the 
portner chorocter’s affection for Foyt must be 50 points or higher. 


If two or more characters meet the last criteria, then the person with the highest number of points 
wins. If no one fulfills the second criteria, then Fayt’s solo ending is shown in place of a couple's 
ending. 


There are nine possible couple’s endings in Star Ocean: Til the End of Time. Check out the end of this 
chapter for instructions on how to see them all. 


READING THE PRIVATE ACTION ENTRIES 


The following section provides all of the information about the 60 Private Actions in the game. It explains where and when they are available, how to trigger them, and 
how the points are alloted. 


PRIVATE ACTION ENTRIES EXPLAINED 


The number and name associated with 
the Private Action. 

frea in which the Private Action 
occurs. 

Time frame in which the PA can be 
experienced. 

Any special requirements needed to 
trigger a particular PA. 

There ere three types of PAs: 
Conversation, Automatic, and Special. 
Conversation types occur when 
spesking to @ designated person at 
the time and location specified. 
Automatic PAs occur automatically 
upon entering @ room, approaching 3 
specific person, and so on. To trigger 
Special PAs, you must perform a spe- 
cific action or do something that falls 
outside the realm of a Conversation or 
Automatic type of PA. Private Actions 


room, you can participate in this unusual invasion of privacy. 
Enter Room 105 (Sophia's room) and examine the garbage can 
by the first bed. Fayt finds evidence of a secret chocolate binge 
inside the container. Naturally, this discovery doesn't please 
Sophia very much, nor does it reflect well on Fayt’s character 
with the rest of the gang. 


connected to Main Events are also 
classified as Special. 
The page on which the PA's location is 
illustrated on s map. 


Lists instructions on how to trigger 
the PA, slong with a general descrip- 
tion of what occurs. 

The number of points that ere added 
or subtracted based upon the out- 
come of the PA. If points are allotted 
based on how you respond to a ques- 
tion, seperate tables ere provided 
based on the option you choose. 


GETTING STARTED 


CHARACTERS 


PARENTAL REFLECTION WALKTHROUGH 
Grantier Resort Hotel, Private Bead 
Between Main Events | and 2 
Must not have Foyt 


BONUS DUNGEONS 


While on the resort's private beach and before you meet up with 
Fayt’s parents, strike up a conversation with Sophia. It seems 
that she has something on her mind regarding Fayt’s parents. MINI-GAMES AND 
However, the entire conversation seems like nagging to Fayt, SUB-QUESTS 

causing him to dislike Sophia o bit. On the other hand, Sophia 


room, you can participate in this unusual invasion of privacy. 
Enter Room 105 (Sophia's room) and exomine the garbage can 
by the first bed. Fayt finds evidence of a secret chocolate binge 


inside the container. Naturally, this discovery doesn’t please 
Sophio very much, nor does it reflect well on Fayt’s character 


ITEM CREATION 


ITEMS 
AND EQUIPMENT 


BESTIARY 


While relaxing on the beach, talk to the attractive young women 


wondering around. The girl in the blue bathing suit is particular- 

ly responsive to Fayt's tentative advances. However, Sophia isn't 4 
pleased at all. How you respond to the flirt’s query about 

Sophia's relationship 10 Fayt changes opinions in the following 

ways: 


CHOOSE “UH, YEAH. SOMETHING LIKE THAT.” 
ee eeee—— ee 


koh ate OH, JUST SOME LITTLE si —_ SEEN = 


If you choose to have Fayt dismiss Sophia during PA #3, the two 
friends will automatically make up upon entering the Teleporter 
room between the beach and the hotel lobby. However, this pri- 
vate action helps Sophia out more than Fayt. In fact, it causes 
most of the playable characters to dislike him even more. 


MEET THE ROSSETTIS! 
|_LOCATION | Grantier Resort Hotel, Rosset Troupe's Witing Room 


Enter the dressing room in the northeast corner of the hotel 
lobby to automatically meet Peppito Rossetti, child star of the 
famous Rossetti circus troupe. Although, she has yet to make her 
debut, Peppita is convinced that she'll be a mego-star, Will you 
humor her delusions or try to bring her back to earth? 


CHOOSE “NO, | BELIEVE YOU.” 


pests 
———— 


Fayt - + 


+2 1 +] +] +2 


Peppite, +3 +3 set.) 
CHOOSE “YOU'RE EXAGGERATING A BIT, AREN'T you?” 


| SRT 


Fayt 


Peppite, -3 -| -2 -| -2 -| +3 - -| +3 


Grontier Resort Hote, Rossetti Troupe’s Waiting 
Between Main Events | and 2 


Be very careful while exploring the Rossetti’s dressing room, for 
fear that you get too close to the door to the animal stables. Get 
too close to this barricaded door on the south wall ond prepare {s 
for a scalding from Peppita. This is another occasion in which 


be) 
ie A, 


Main Event 2 starts when you access one of the four Game Room 
panels in the hotel's lounge. To play in the Battle Simulator, you 
must persuade Sophia to join Fayt. How this task is accomplished 
affects the way in which the playable characters feel about Fayt. 


© SHOULD FAYT READ THE INSTRUCTIONS OR NOT? 
Ton [rer es Hel Loge, Gane Room 


Battle Simulator boots up, you are presented with a 
menu of options. This PA tests how much of a “man” Fayt is. Is 
he the type who reads the instructions first, or will he plunge 
headfirst into the first battle with no training at all? Reading the instructions tends to moke the girls like Fayt 
more, while choosing to start a battle makes Fayt more popular with the guys. Note that choosing the Battle 
+6 ss aldgeear ashi a 
. ina eke! 


i» ARE YOU GAME FOR A THIRD ROUND? 


LOCATION | Grantier Resort Hote, Lounge, Game Room 


ic aloo 


This PA is virtually identical to PA #9. Do you continue your luck 
in the Battle Simulator, or do you call it quits and do something 


CHECKING UP ON THE ROSSETTIS! 


Grantier Resort Hotel, Rossetti Troupe’s Waiting Room 
et Main Event 3, betore entering one of the transporters. 


ld 


, aa® 
—_ i 


Conversation 


Before hopping into one of the transporters and fleeing to the 
safety of the Evacuation Shelter, stop by the Rossetti Troupe’s 
dressing room and make sure that Fayt’s new friends are prepar- 
ing to evacuate as well. 


IF YOU PARTICIPATE IN THIS PA: 
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| BESTIARY 


pa CHECKING si THE 1 hii Mrioaa 


After meeting Peppita and the rest of the Rossetti Troupe in Here's yet another opportunity to hasten the Rossetti Troupe 

Room 509, continue to explore the Evacuation Facility. Before I along during the evacuation. First, head up to the Upper 
proceeding to Fayt’s room (Room 506), look for Peppita and Starboard Corridor and check with the attendants to see how the “af 
Ursus by the staircase on the eastern side of the floor (across from the east Transporter Room). It seems the loading of the Escape Pods is going. Then run back downstairs / } 
little lady is having doubts as to whether or not she should have prevented Fayt from searching for his par- both 240s deminbeasz aie play as | 

ents. Do you let her off the hook or worsen her guilt trip? 


IF YOU CHOOSE “NO, THAT S wot TRUE.” 


sy 
ar 


| Fayt 
IF YOU CHOOSE “WHY COULDN'T YOU JUST MIND YOUR oun BUSINESS!” 


Peppitel -5 


PA SS - 6D 


i> WHAT’S YOUR BLOOD TYPE? 


100K [espn Ship Hoke, Bri 
| AVAILABILITY | After Main Event #5, before entering the Escape Pod 
[REQUIREMENTS |Non@ 
om ee 
TE). ae 
On the way to the Escape Pods and after the Vendeeni attack, 
visit the bridge of the Herle and speak to the brave, self- 
socrificing crew. An obnoxious crew member asks Fayt’s blood 
type. In Japan, blood types are used as a personality indicator, 
much as astrological signs here in the US. Here is a brief run- 
down on what a particular blood type says about a person’s personality, so that you can answer the crewman 
honestly. (Or, simply check the following tables to see which answer makes the appropriate people like Fayt 
more!) An A blood type is associated with a calm, composed, serious person. In contrast, blood type B 
people are known for their cheerfulness and curiosity. Those with an 0 type are known for being easygoing, 
bighearted, and generous. People with on AB blood type ore sensitive, artistic souls. 
IF YOU CHOOSE “TELL HIM IT’S TYPE A.” 


This PA is similar to PA #8 in that it tests Fayt’s desire to read 
instructions. Will you choose to read the Underdeveloped Planet 
Protection Pact while heading toward Vanguard III when given 
the chance? 


IF YOU CHOOSE “TELL HIM Lael S TYPE 8.” 


IF YOU CHOOSE “TELL HIM dl ‘S TYPE 0.” 


Fayt 


IF YOU CHOOSE “TELL HIM IT'S TYPE AB.” 


SaeaTes 


| Fayt 


pb WHERE’S MIRAGE? 


oyal City of Airyglyph, Entrance to Airyglyph Aqueducts 
‘After ME #19 and before you leave Kirlsa for the Granch Hill region after ME #21. 


Look for Cliff near the entrance to the Airyglyph Aqueducts to 
commiserate with him over Mirage’s potential whereabouts. Did 


REQUIREMENTS | Must view this before entering Arias atter Finishing 
Lt) eee 
.) ae 
While returning to Arias from the Kirlsa Training Facility, visit the 
“Iron Maiden” Inn in Kirlsa. You don’t have to spend the night, 
but instead look for Cliff and Nel in the upstairs sleeping cham- 
ber. Talk to Nel and she'll express her gratitude for rescuing her. 
Your answer to the question of why you risked your life impacts 


IF YOU CHOOSE “! JUST FELT LIKE IT.” 


iF YOU feic T EXPECT US TO ABANDON YOU?” 


aia ron 


pad RUMORS OF THE MOONSHADOW CLAN 


/ rocaron | Petey, “The iting Kid” Tavern 
During ME 26 
REQUIREMENTS | Must complete this PA before going to lep ot the in during ME #26.__ 


Strike up a conversation with one of the bar patrons and he asks 
about the Moonshadow Clan. Do you respond honestly and 
reveal your ignorance (gaining some information in return), or 


The Fairy you meet in Duggus Forest needs a refreshing drink of 
spring water. However, there are three types of spring to draw 
from: boiling, gushing, and glittering. Ideally, it’s best to bring 
her a drink of water from the “glittering” spring. If you bring her a glass of water from the red and steamy 
“boiling” spring, this PA occurs. 


Duggus Forest, Moonshadow Clan’s Hideout 

During ME #28 
ee 
Special 
Ci |e 
This is another PA that occurs during a Main Event. After releas- 
ing Roger from the cage the Moonshadow Clan’s Chief locked 
him in, you con recruit him temporarily into your party. 
Regardless of what you choose, you will alienate about half of 
your party. On the other hand, if you don’t accept him now, you 
will never be able to recruit him. Take this choice seriously. 

IF YOU CHOOSE “ASK ROGER TO HELP.” 


GETTING STARTED 
— 
CHARACTERS 
ee 
WALKTHROUGH 
————L=————— 


BONUS DUNGEONS 


PRIVATE ACTIONS 


MINI-GAMES AND 
SUB-QUESTS 


"ac 


ITEM CREATION 


—————_——— 
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————=————— 


BESTIARY 


150 


PA 13 - 2l 


PA 33 - 4 


PR 42 - SI 


——_———, 


PA Se - 58 
_ 


PA 59 - 60 


p> RUDDLE AND RUMINA, PART ONE 


[ 1ocaTion —[Potery, WestSide, “The FrontDoor Luxuryln 
Between ME #30 (must leave town fst before Rude and Rumina appear at the Inn) and ME #38. 
[REQUIREMENTS [Hone 


Look for two merchants named Ruddle and Rumina in the sec- 

ond guest room of “The Front Door” Inn in Peterny. This mis- 

matched duo is in search of the town of Kirlsa. However, neither 

one has a trustworthy sense of direction, so once you become | 

involved with this duo, you will be directing ond re-directing 

them over the course of your time on Elicoor II. Ultimately, all of your hard work pays oft later in the game 
when they open their final store in Aquios and sell the best armor and weapons in the game. Of course, to 
get them to open this store in Chapter Five, you must guide them correctly. 

This is one of three PAs dealing with this couple. To continue the series, you must give the correct answer each 
time. If you provide them with the wrong directions, they'll get lost and you can visit them in the town they 
reached instead of Kirlsa (for this PA, that would be Surferio or Aquios). The correct answer for this PA is the 
third choice: To get to Kirlsa, they need to exit from the south gate. 


IF YOU CHOOSE “YOU SHOULD TAKE THE NORTH GATE.” 


pa) RUDDLE AND RUMINA, PART TWO 


| LOCATION | Riverfront Village of Arias, “The Dozing’ Inn 
| AVAILABILITY | Between ME #30 ond ME #36 


| REQUIREMENTS | Must have chosen answer #3 in PA #22. 
TYPE Automatic 
MAP PAGE | 46 

Once again, Ruddle and Rumina are lost and at odds over which 
direction to take, This time, you can choose to send them vio 
three routes, two of which are correct. The correct paths enable 
them to leave from the southwest gate and travel over the 
Aire/Kirlsa Hills to Kirlsa, or they can take the northwest path through Bequerel Mountain Path and the Kirlsa 
Caverns. Sending them through the northwest gate makes your party members like you more, so choose that 
option if you are trying to win their favor. The third route sends them to Surferio. 


IF YOU CHOOSE “GO OUT THROUGH THE NORTHWEST GATE.” 


| Fayt 


IF YOU CHOOSE “EASIEST WAY IS THROUGH THE SOUTHWEST GATE.” 


@a> RUDDLE AND RUMINA, PART THREE 


| LOCATION | Royal City of Airyglyph, “Wyvern's Tail” Inn 
| AVAILABILITY | Between ME #30 and ME #61 (end of Chapter Three). 
| REQUIREMENTS | Must have chosen answers #1 or #2 during PA #23. 


Somehow Ruddle and Rumina misinterpreted the directions 
again, overshooting Kirlsa and ending up in Airyglyph! Tell them 
for the last time how to get where they need to be. To make sure 
thot they arrive in Kirlsa safely, visit them later on in the “Iron 


Must have chosen answer #1 in PA #21. 
Pa, 
cE es eres 
While in Surferio, look for Roger and his friends playing outside 
in the residential district. When you approach, Roger introduces 
his crew, Dribe ond Melt. It seems that they have a bunch of 
Ancient Books that hint at the hidden locations of some rare Iii 
items. If you recruit Roger to help out temporarily, you receive 
the Ancient Books in return. Note that if you didn’t let Roger help 
you in Duggus Forest, this PA will not occur. 

iF YOU CHOOSE “COOPERATE.” 


pad THE SUSPICIOUSLY NERVOUS MAN 


F wWanok [ais at Side Pv Home 
[Any [Bete ME 
counenns [Yow id 
ee 
8) aaa 


This is o two-part Private Action. lt begins when you talk to the 
Nervous Man in the house two doors down from the Grocer on 
the east side of the city. He's a strange person, overly interested 
in your business with the Queen. With that in mind, perhaps it shouldn't come as quite a shock when he turns 
up outside the Audience Chamber in the Castle after you finish your audience with the Queen? After Nel puts 
the Nervous Man under surveillance, check back as the game progresses to see how the investigation is going! 


pit» FOLLOW ME, PART ONE 
F10Gnon [Agios Cle Aqui 
Faun [DuingWEAR2. id 


If you get lost or choose to explore the first floor of the costle 
ogoinst Nel’s orders, you can bet she's going to be mad when you 
catch up with her at the staircase. It looks like the rest of your 
party won't be too hoppy either. 


2 3 3 


PD FOLLOW ME, PART TWO 


PPHATON [Coe ae 
AVAILABILITY | During ME #32. 

[REQUIREMENTS [Mone 
eee 
| ree eee 
This PA is identical to PA #27, except that it takes place on the 
second floor, There's not much to see on the second floor, but if 
you decide to wander around, be prepared to face Nel’s wrath 
when you meet her in front of the Queen's Audience Chamber. 


As with PA #27, her disapproval of your wanderlust resonates throughout the rest of the party. 


On the woy to the Bequerel Mines, you must pass through 
Peterny. If you talk to Cliff, Fayt will unload his concerns about 
mining the Copper Ore. Cliff takes a humorous approach to this 


problem, reminding Fayt that they can scan for the ore with their 
Quod Communicators. What's another breech of the UP3 at this 
point, anyway? Voicing your concerns to Cliff makes the rest of 
the team doubt Fayt's leadership abilities, so think twice before starting this conversation. 


IF YOU PARTICIPATE IN THIS PA: 


AK) i ‘ i 


LOCATION | Arias, South Gate 
AVAILABILITY | Between ME #33 and ME #35. 


REQUIREMENTS | None 
TYPE Conversation 
MAPPAGE | 46 


If you're in need of encouragement, talk to the Fervent Man by 
the South Gate. He promises to defend the city while you help 
the runologists in Aquios prepare their weapon. The response to 
his enthusiasm impacts Fayt’s reputation with his comrades, 


Fionn [Ais Souk oe | 
Fan | Bweon MEFS ond MEPS. | 
[EOURENNTS | Ms Rove sen opin #2 AFRO. 


MAP PAGE | 46 
Talk to the Fervent Man a second time and he starts eulogizing 
about Clair and Nel’s bravery and loyalty. This makes everyone 
in your party appreciate Nel o whole lot more! 


pa NEL’S PROGRESS REPORT 


| LOCATION | Arias, Lord's Mansion, Conference Room 
Between ME #33 and ME #35. 


REQUIREMENTS | None 
TYPE Conversation 


Look for Clair in the Conference Room of the Lord's Mansion. She 
asks if Nel is being helpful in your quest. Your response to her 
question can make everyone like you more or, if you tell Clair 
that you are disappointed in Nel, make everyone—especially 
Nell—ike you less. 


IF YOU CHOOSE “SHE'S BEEN MORE THAN USEFUL.” 
’ : j 


GETTING STARTED 
———— 
CHARACTERS 

a ———— 
WALKTHROUGH 


——— = 


BONUS DUNGEONS 


MINI-GAMES AND 
SUB-QUESTS 


ITEM CREATION 


a ————— 
ITEMS 
AND EQUIPMENT 


BESTIARY 


After the ambush outside the Arias gates, you'll likely want to 
check on the recovering Tynave and Forleen before heading 
back to Aquios. By attempting to speok with Farleen, you dis- 


pad READY FOR THE WAR TO START? 


The PA occurs at the end of ME #38. After resting at the Lord’s 
Mansion, it’s time to go to war with Airyglyph. To start the battle 
proceedings, head down to the Conference Room and speak with 


cover that she’s sleeping. What do you do next? 


Clair. When she asks if you're ready, give her your answer. This PA is unusual because you only score points 
if you say “No.” This answer causes the women in your party to like you more. If you need their emotional 
points, then by all means ask for more time to prepare. If not, let the battle begin! 


PA 13 - 2l 


IF YOU CHOOSE “NO.” 


—— | 


PA 22 - 32 


IF YOU CHOOSE TAY Pal PORING AT AT HER CHEEK. f 


SS 


be Fayt 


PA 42 - SI 


pa DO YOU WANT TO KNOW ABOUT THE FLYING SHIPS? 


CC 

AUB | Btwn NEMA nd WEF AS 

[REQUIREMENTS [None 

| Te | 

| MAPPAGE _| 

You'll find a Gossiping Peddler at a table around the food stand 

in the middle of Peterny’s Center Plaza. Talk to him to hear the 

latest rumors about the flying ship that appeared during the war. 

Keep in mind, however, that some members of your party aren't really into gossipmongers. 

IF YOU CHOOSE “YES, | REALLY WANT TO HEAR ABOUT IT. 


Pst - 5 | _ AF YOU CHOOSE " cHose “TAY TICKLING THE END OF HER NOSE.” 


——_—— 


PA S9 - 60} | 


IF YOU CHOOSE: “I! THINK I'LL PASS.” 


If you are in need of a Symbologist for your party and you don't i 

want fo wait until you see Sophia again, then return to the Castle ‘x } 4 sal! 

for a quick visit with the queen before leaving for the war. When 7 a ak 
viene ees Pn seal ce ane ial en rey ee 
by Adray Lesbard, feared warrior and father of Clair. Do you Fayt | - +2 dd. | -3 aL +2 3 
want to recruit him now (on a temporary basis) or wait until much later in the game? 

On a practical note, this PA impacts a couple of things. First, if you recruit Adray in this PA, he stays in your 

party until the end of Chapter Three when all of the Elicoorians return to their homes. You regain him as a 

party member on a permanent basis later in Chapter Five. However, recruiting him in Chapter Two means 

that you regain him much later in Chapter Five than if you decide to pass on his offer right now. On the other 

hand, if you refuse to take Adray during this PA, you lose the opportunity to see his “coupled” ending with 


Fayt. Consider this fact if you're trying to see all of the “coupled” endings. If you can’t live without a magic- 
user in your party, recruit him now. Between the time you lose him at the end of Chapter Three and regain 
him on a permanent basis in Chapter Five, you'll have Sophia to fill in os Symbologist. 


IF YOU CHOOSE “YES.” 


pad THE COST OF WAR pa A TALK WITH ADRAY 


i." aaa [LOCATION | Airyglyph, Entrance to the Airyglyph Aqueducs 
AVAILABILITY | Between ME #41 ond ME #46. Between ME #47 ond ME #50. 
REQUIREMENTS [None 


Look for Maria in the cemetery by the chapel. She's over- If you're in the neighborhood—and you're trying to get endings 
whelmed by the loss of life caused in the wars between Airyglyph with the guys—look for Adray on the cliff by the entrance to the Irs 
and Aquios. When she mentions that Fayt's powers would cause aa Airyglyph Aqueducts ond have a chat with him. The resulting ia 
an even greater loss of life, how do you respond? conversation makes the women in your party think less of you, 

} but the guys will like you a bit more. | wonder what the Queen, 
with whom you are traveling at the time, thinks of all of this? 


IF YOU PARTICIPATE IN THIS PA: 


p> HURRY UP, WOLTAR! 


LOCATION | Airyglyph, Airyglyph Castle, 1F 


This PA may occur during the event in which Woltar leads you 

through Airyglyph Castle to the dungeons downstairs, where 

Albel Nox is waiting to join the party. To trigger it, you must do 

one of two things: 1. Not follow Woltar to the Guard Room; or 2. Talk to Woltar twice, asking him to walk 
faster. Ignoring Woltar’s instructions and exploring the castle on your own doesn''t sit well with any of the party 
members. Asking the elderly Woltar to walk faster also doesn’t make them think any better of you. 


IF YOU DON'T FOLLOW WOLTAR TO THE GUARD ROOM: 


p> THE CONCERNS OF THE YOUNG er 


| LOCATION | Kirlso, House by the “Iron Maiden” Inn 
Between ME #41 and ME #61 (before battle with Crosell), 


oumenes 
40 IF YOU SPEAK TO WOLTAR TWICE, PROMPTING HIM TO HURRAY UP: 


In the house by the “Iron Maiden” Inn in Kirlsa lives on = 
Unrealistic Girl with some serious concerns about the recent \ 
Airyglyph-Aquios war. Talk to her and see if you can straighten 


her out and ease her mind. ge \ A PHIA MARIA |_A nocER | ALBEL \PEPPITAlMAAGE |ADAR GETTING STARTED 
IF YOU CHOOSE “YES, IT'S TRUE.” i a - — ab ted [baie ad seed le Pes A | 
CHARACTERS 
ee ——— 
WALKTHROUGH 
LOCATION | Airyglyph, Airyglyph Costle, Guard Room B1F 
AVAILABILITY | During ME #52. = Cl. — 
[ie ae a. BONUS DUNGEONS 


ounenen | 


This PA is similar to PA #40 except that it takes place in the base- 
ment/dungeon. This PA occurs if you decide to explore the treas- 
ure room off the Guard Room or return to the first floor instead 
of following Woltar into the dungeon cell where Albel is being held. Woltar won't scold you for your truancy, | | MINI-GAMES AND 

but the party certainly feels the disapproval! SUB-QUESTS 
——E=_—————— 


PRIVATE ACTIONS 


IF YOU GO SACK TO THE FIRST FLOOR OR DECIDE TO EXPLORE THE 
ITEM CREATION 


a 
ITEMS 

AND EQUIPMENT 
 ———— 


BESTIARY 


® THE Lede ABOUT cr FATHER 


With Albel in your party and the truce between Airyglyph and 

Aquios is finalized, certain areas that were off limits before are 

now accessible. One of these is Lord Woltar’s Mansion and the 

Storm Brigade Garrison in Kirlsa. Visit Woltar’s Mansion to find 

Nel having an earnest conversation with her old foe. Eavesdrop 

while they discuss her father’s death and while Woltar returns something of value to Nel—just don’t get 
caught! At the end of the event, Nel receives the Blades of Ryusen, the best weapons available until later 
in the game. 


IF YOU PARTICIPATE IN THIS PA: 


Once Albel Nox joins the party, head upstairs to the King’s Office. 
While the King isn’t initially thrilled by this visit, he does present 
an opportunity to do a favor for him. Agreeing to the errand 
opens up a chain of events that culminates in a joyous scene in 
Chapter Five of the game during PA #59. If you're trying to get 
the coupled ending with Nel, these PAs are a must! 


The sequence of events unfolds as follows: First, take o Letter 
from the King of Airyglyph to Elena Frahm in her room in Castle 
Aquaria in the city of Aquios. She asks you to relay her response 
to the King. Next, return to Airyglyph and tell the King Elena's 
response. Both of these events must be viewed before you defeat 
Crosell at the end of ME #61. Then, before you leave Elicoor at 
the end of Chopter Three during ME #62, visit Elena's room to 
hear frank discussion between Arzei and the Runologist. 


After defeating Crosell (before the end of Chapter Three), head 
to Elena’s room again to see a quick cutscene between Elena and 
the King of Airyglyph. This sets the scene for the return to Elicoor 
IL in Chapter Five. At that point, return to Airyglyph Castle and 
speak to the Unflappable Old Woman in the room set aside for 
the future Queen of Airyglyph. Upon hearing her news, rush to 
Aquios and Castle Aquaria for PA #59. 


With the exception of the events that comprise PA #43 and PA #59, none of these vignettes affect the rela- 


tionships between your characters, but they are required if you wont to see the happy ending in PA #59. 


IF YOU CHOOSE “OKAY, LL DELIVER THE LETTER. i 


® ALBEL TRIES TO UNDERSTAND THE WAR’S OUTCOME 


tocar [Petry Wes Sie 


Between ME #52 and ME #61 (before batt 


Airyglyph Costle, it seems understandable that Albel would have 


questions and concerns about the war's outcome. Talk to him in {fa 
Peterny and see if you can help him get over his existential cri- i 


sis. If you are currying Albel's favor, choose answer #3. 


To trigger this PA, purchase a room for the night. Unable to sleep, 
Albel wakes you up for a man-to-man chat. Basically, Albel wants 
to know how you feel about him. Do you hate him? Or, do you 
just really not care? 


| LOCATION | Battleship Aquoelie, Private Room (Cliff's) 
Alter ME #67, before you rest in your quest room. 


Conversation 


Want to know how Cliff, founding member of Quark, an anti- 
Federation organization, feels about being on a Federation 


pa SOPHIA’S DOUBTS 
| LOCATION | Battleship Aquaelio, Private Room (Sophia's) 


Y AVAILABILITY | After ME #67, before you rest in the Guest Room. 
[REQUIREMENTS [None 
Cc eee 
After that eventful debriefing on the Aquaelie, check on Sophia 
and make sure that she’s feeling okay. A lot has been revealed 
in o short amount of time and your childhood friend must be 


reeling in shock! If you choose to soothe her worried brow, you'll 
goin the respect of all the party members. 


IF YOU CHOOSE “SHE MUST NOT HAVE KNOWN ABOUT IT.” 


@xo DID YOU SLEEP WELL? 


| LOCATION | Battleship Aquaelie, Private Room (Sergeant Gilm’s) 
| AVAILABILITY | After ME #67, after you rest in the Guest Room. 


[REQUIREMENTS [Wome 
Fm [Cone] 
After resting in the Guest Room, and before you assemble on the 
bridge for the trip down to the Moonbase, visit Sergeant Gilm’s 
room down the hall. Mind your manners when he asks how you 
slept! 


IF YOU CHOOSE “YES.” 


~| ’ r 
» he) 
4 iw \4 \ 
- -| -| +2 +3 +5 +2 +1 


Fayt +3 +5 


IF YOU CHOOSE “NO.” 


4 ’ r 
ie y 
4 \< 3: 
PEPPITH 


s 


MIRA ROAR 


> 
c c 


3 -| 


Fayt 1 


Once Peppita joins the party after the battle with the Proclaimer, jam 

return to the Main Recreational Zone and take the elevator down 

to the bar. Peppita is good friends with the guy running the 

place, Leon. They are such good friends that she persuades him 

to open the storeroom in the back where they keep a cache of u 

weapons and other stuff. Grab what you need, then head back out into the Moonbase to find Professor 


Leingod’s lab. 
IF YOU PARTICIPATE IN THIS PA: 


Battleship Aquaelie, Guest Room (Sophia's) 
| AVAILABILITY | After ME #72, before you rest in the Guest Room. 
[REQUIREMENTS [None = 
| TYPE [Conversation 

L_ SR Sena: | 
A trip to Sophia’s room finds her hard at work at the computer 
terminal trying to uncover what happened to her family. The 
prognosis is not exactly favorable, as neither Ryoko Leingod or 
the Esteeds are listed on any of the rescue lists. Still, Sophia and 
Fayt refuse to give up hope. 


The strange serenity of Arkives is driving the bloodthirsty Albel ie 
insone! Talk to him and try to keep him from doing anything 
stupid—iike killing someone! How you accomplish the task 
determines who likes you better: Albel or the rest of your party. 


IF YOU CHOOSE “AS LONG AS YOU UNDERSTAND.” 


GETTING STARTED 
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———— 
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——L————— 
ITEMS 
AND EQUIPMENT 
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PA 13 - el 


PA 22 - 32 


PA 33 - I 
See 


PA 42 - SI 


PASS - 60 


® PICK A NAME 

F\OcATON [Gy Fig Arne MinGome 
[REQUIREMENTS [None 
|__TPt | Conversation 
When you first register to play the Ranking Battle mode at the 


Arena Fighting World in Gemity, you must choose a name for 
your team. Everyone on your team has a name preference, but Pd 


you can’t please them all. If you have a couple's ending in mind, Gialsees tue Mel. 
IF vou CHOOSE “KNIGHTS BETWEEN TIME:” 


" e . A 
Ng x 


i> 4 
99 Ine 


fo en ern a 


Fayt 


IF YOU CHOOSE “REBELS WITHOUT bi EHISTENCE: te 


SOC 
a 
po tet | 


Fayt - +2 +! 2 


IF vou CHOOSE “ARCANE WARRIORS OF THE BLACK BRIGADE:” 


IF YOU CHOOSE “FAYT AND COMPANY:” 


’ 


Fayt | - +2 | 0 +] “1 0 +] 0 +] 


® REMEMBRANCES OF DAYS GONE BY 


FLcaTon [Aho Aryoh Cs, Wachower | 
AMANTY [Between HERTE nd #79. 


Talk to Sophia at the top of the Watchtower in Airyglyph Castle. jaa 


The perpetual snow that falls over Airyglyph puts Fayt ond 
Sophia in the mood to reminisce. But, how do you react when 


Sophia starts feeling guilty for taking the time out to simply enjoy the snow? 
IF YOU CHOOSE “THERE'S NO NEED TO WORRY SO MUCH, IS THERE?” 


IF YOU CHOOSE “EVERYTHING HR PENS FOR A REASON.” 


> “WHAT IN THE WORLD WAS THAT LIGHT?” 
10K Ais Cs eri, West Ube 


Between ME #78 and #79. 


|_MAPPAGE | 

If you visit Castle Aquaria (perhaps to visit Nel?), stop by the 

West Library of Runology and talk to the Bookwormish 
Runologist. He wonders what the light was that destroyed the 

Vendeeni ship o while ago. What you tell him impacts your party's feelings. 


IF YOU CHOOSE “THAT “LIGHT” MUST'VE BEEN FASTER THAN NOAMAL LIGHT.” 


bolero. 
mars eran wee 


Fayt - -3 -2 -§ +3 +5 +3 3 -S 


ry 


IF YOU CHOOSE “THE CELESTIAL SHIP PROBABLY EXPLODED FROM THE INSIDE.” 


’ 
y 
4 
ramara irae 


-3 


IF vou CHOOSE “ ‘IT 3 PROBABLY JUST LIKE you SAID. _ 


px ROGER HAS A GIRLFRIEND? 


| LOCATION | Kirlsa, “Master Slayer” Armorer, 2F 

| AVAILABILITY | Between ME #78 ond #79. 

UREN [ist oe Rgrnyou py, 
| TP [Conversation 
|_MAPPAGE | 

Head up to the second floor of the “Master Slayer” Armorer, 
where the young invalid Ren lies in her bed. There you'll find 
Roger, something that comes as quite a shock to Roger and Fayt. 
Talk to him to find out why he’s there. Is Reen his girlfriend or 
something? 


p> FIGHTING ALBEL 


| LOCATION | Urssa Lava Cave, Crosell’s Lair 
Between ME #78 through the end of the game. 


| AVAILABITY 

| REQUIREMENTS. | Albel can’t be in your party and you must have talked fo Woltar in his mansion in Kirksa first 
EH «See 

| ae ee 


It you didn’t make Albel your seventh party member earlier, now 
is the first opportunity to recruit him as your eighth. However, 
you must fight him first! 

To trigger this PA, talk to Woltar in his mansion office in Kirlsa. 
He tells you that Albel is training in the Urssa Lava Cave for your 
next encounter. Head to Crosell’s Lair in the Lava Cave and talk 
to Albel, who challenges you to o battle, man-to-man, that you 
connot refuse! If you defeat him with Fayt alone, you have the 
‘opportunity to recruit Albel. You can also choose not to take him 
with you, leaving him to train for yet another confrontation. You 
con still participate in this PA even if your party is full. 


IF YOU CHOOSE “LET HIM COME WITH YOU.” 


Fayt 
Sophia 
Chiff 
Maria 
Aibel 


cift 
Maria — 
Albel 


IF YOU DEFEAT ALBEL, BUT YOU DON'T HAVE ROOM IN YOUR PARTY: 


@x> THE DIPLO’S LOVE TRIANGLE 


[REQUIREMENTS (None, 
Pmt [donee] 
ice Ree 
By talking to Marietta and Steeg, you learn that Lieber is nurs- 
ing a big crush on Mario. However, the feelings are not mutual, 
as Lieber can't get the nerve to tell Maria how he feels. In the 


tant to his lady love. Poor Fayt. What's he going to do now? 
IF YOU PARTICIPATE IN THIS PA: 


ee 
¢ 


PAD THE SWORD OF THE CRIMSON SCOURGE 

| AVAILABILITY | After ME #85, through the end of the game. 

[ REQUIREMENTS | Must have chosen Albel to be your seventh party member. 

, 
MAP'PAGE 

Albel goes to the King of Airyglyph to ask a favor. To help defeat 

the Creator, Luther, he wants the use of the kingdom's most pow- 

erful artifact: the Sword of the Crimson Scourge. This sword is ff 

known for its power and fickleness in choosing an owner. Can 

Albel overcome his negative ways to prove himself worthy of the 

sword, or will the sword poison his mind and body even further? 


At the end of this event, you receive the Crimson Scourge, 
Albel's strongest weapon until you clear the game and get to the 
Maze of Tribulations. However, if you didn’t choose Albel as your 
seventh party members, then this PA does not occur. 


meantime, it appears that Lieber is content to worship Maria from afar, while despising Fayt for being impor- 


GETTING STARTED 
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PA I3 - al 
—— 
PR 22 - 32 


PA 33 - 41 


PA 42 - SI 


PA S2 - 58 


a> KING AIRYGLYPH XIII’S FIANCEE 


a> ONE DAY MY PRINCE WILL COME... 
| LOCATION | Aquias, Castle Aquaria 2F “White Dew” Gorden 


|Aquies, Coste Aquaria, Great Temple LAquios, Castle Aquaria 2F “White Dew’ Gorden 
| AVAILABILITY. | Lo | AVAILABILITY | After ME #88 (you must leave the city of Aquios first), through the end of the gome. 
REQUIREMENTS | CT . ce Cea Ree aL 


Bi Cae ee 
Ede xe 
Finally, the end to King Arzei’s wedding woes is here. To trigger 
the four non-PA events that accompany this sub-plot, To review, P 
posal from the King of Airyglyph to Elena Frahm in Aquios. E! 

vey such intimate thoughts and tells you to relay her response to 
Arzei, namely that he is to present his offer in person. The King 
isn't pleased with this news, but meets with Elena when he visits 
Costle Aquaria to help Aquios prepare for wor against the 


Vendeeni. When Elena turns down his proposal, you'd think the fam 


story would end, However, if you talk to the Unflappoble Old 
Woman in the room set aside for the future Queen, she tells you 
that a wedding is in the works! 


After talking to the Unflappable Old Woman and hearing the 


good news, return to Castle Aquaria to discover the identity of 
the lucky lady. Look for Nel and her friend Rozaria in the Great 


ELE cae 

Sophia takes time out from the busy quest to wax poetic about 

the fairytale aspects of Castle Aquaria. When Sophia informs you 

that she’s waiting for « handsome prince to arrive and sweep her 

off her feet, how do you respond? 

This PA is complicated by the fact that Sophia's response to the 

first answer is determined by the number of affection points she 

currently has for Fayt. If Sophia likes Foyt, this is 0 good PA for cementing the couple's ending between she 
and Fayt. If Sophia doesn't like Fayt enough, she'll blow him off, causing the rest of the team to give Fayt 
sympathy points. Similarly to PA #59 with Nel and Rozoria, this is a good PA if you want to prevent an end- 
ing from occuring. If you choose either of the last two responses, Fayt and Sophia's affection for each other 
will be compromised! 


IF YOU CHOOSE “ARE YOU UNHAPPY WITH ME, MY PRINCESS?” [IF SOPHIA 
HAS MORE THAN 40 AFFECTION POINTS FOR FAYT) 


Temple to meet the bride-to-be. How do you respond when the bride's identity is revealed? Are you 

with choice or sad that things didn’t work out for Lady Elena? Naturally, this reaction impacts the feelings of 
your party members. If you are trying to get the couple's ending with Nel, congratulate her old friend on her 
happiness. If that's the ending you are trying to avoid, then choose the second answer and Nel’s affection for 


Fayt will drop by 10 points. 


IF YOU CHOOSE “CONGRATULATIONS.” 


IF YOU CHOOSE “ARE YOU UNHAPPY WITH ME, MY PRINCESS?” [IF SOPHIA'S 
HAS LESS THAN 40 AFFECTION POINTS FOR FAYT) 


IF YOU CHOOSE “WHY EVEN SAY THAT? THERE'S NO PRINCESS, ANYWAY.” 


GETTING ALL THE ENDINGS 


There's a trick you can use to get to see all of the endings. First, you must play through the game twice: once recruit- 
ing Nel and Peppita, and the second time recruiting Roger and Albel. This enables you to set up an Emotion Point 
array that is easy to manipulate at the end of the game, before the fight against Luther. The possible Couple Endings 
you can get per game are listed here: 


POSSIBLE ENDINGS 


Sophia Maria 


Nel Albel 
Peppita Adra 
Mirage Solo Ending 


Next, you have to see the PAs listed in the following tables and give the answers provided (there is a “—" if the 
PA doesn't require on answer). You cannot participate in any other PAs, other than those in the tables or else you'll 
mess up the Affection Point totals, so be very careful. 


PAS YOU NEED TO SEE 
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PAS FOR THE NEL AND PEPPITA ROUTE 
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PAS FOR THE ROGER AND ALBEL ROUTE 
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Third, before the fight against Luther, you must create a bunch of potions through Compounding Item Creation that 
offect a character's Emotion points. There are four of these potions: Pheromone Enhancer, Tears of Aphrodite, 
Tears of Ishtar, ond Tears of Venus. Each one does the same thing: it reduces the user's Emotion points by 1. 
Before you fight Luther, save the game, decide on the ending you want to see and start handing out these Potions 
to the characters listed in the table and in the quantity noted. For example, in the Nel and Peppita game, if you want 
to get the Nel ending, give eight potions to Sophia, five to Peppita, three to Mirage, and three to Adray. 


—_———_— 


There ore four of these Emotion-reducing Potions thot you can moke through 
Item Creation. 


See nee een 


L AND PEPPITA ROUTE 


3 

rae 
3 
Mirage - ? 2 5 - 3 
Adray — - =- 4 = = 
Solo 2 ? - 5 = 3 


After you've defeated Luther and watched the credits, you can reload the pre-Luther game, choose another ending, 
and use the Emotion-reducing potions all over again! 


GETTING STARTED 


CHARACTERS 


WALKTHROUGH 


BONUS OUNGEONS 
PRIVATE ACTIONS 


MINI-GAMES AND 
$UB-QUESTS 


ITEM CREATION 


a 
ITEMS 

AND EQUIPMENT 
a ———— 


BESTIARY 


Runic Chess 


The majority of the mini-games occur in the 
Amusement Park in Gemity: Runic Chess, 
the Bunny Races, and the Fighting Arenu. 
The first shot at mastering them occurs upon 
your arrival in Gemity during Main Event #77. 
However, unless you plan to suspend your 
progress through the game’s storyline, you'll 
probably spend more time playing these mini- 
games after you finish the game. 


Bunny Races 


Fighting Arena 


Versus Mode 


Battle Trophies 


The Retail Rabbit 


juminia and Ruddle 


ed at the very top of the circular walkway. 


The Treasure Hunt 


AUNIC CHESS 


GEMITY MINTSGAMES __ 


A large circular icon on the floor marks the entrance to each of the mini-games. There are two 
entrances each for the Bunny Races and Runic Chess. The lone entrance to the Fighting Arena is locat- 


An icon with the following three chess pieces 


marks the entrance to the Runic Chess venue: 
the Warrior, the Thief, and the Symbologist. 
You learn about the basic rules of Runic Chess 
in the Ancient Ruins of Mosel, but it’s still 
important to listen to Duke Guttarin’s expla- 
nation of how the game is played. 


Star Ocean: Till the End of Time is full of sub-quests and mini-games. If you are in need of tips, tricks or simply the solutions, you're in the right place. 


PLAYING RUNIC CHESS 

The basics are still the same. You have three basic pieces (Symbologist, Thief, Warrior), each of which 
is strong against one piece and weak against the other. If you were to plot their relationships with one 
another in a triangular format, here's what you would get: 


\ : 


y 


>». 


In other words: 
The Warrior overpowers the Thief, but is easily conquered by the Symbologist. 
The Thief overpowers the Symbologist, but is easily conquered by the Warrior. 
The Symbologist overpowers the Warrior, but is easily conquered by the Thief. 


Ina match, your pieces are white and the opponent's black. Each piece moves at a given time. Thieves 
move first, Symbologists second, and Warriors third. 


Ech level has its own board and the opponent 
gets to place his pieces first. Then you get to 
examine the board and place your pieces 
accordingly. Once you confirm the placement 
of your pieces, the game begins and you can- 
not make any changes. 


The computer Al plays Runic Chess automati- 
cally, so whether you win or lose is ultimately 
determined by how you place your pieces 
before the game begins. To win, consider the 
order in which each piece moves and their 
strengths and weaknesses. Or, you can refer to 
the following information. 


There are 11 levels of difficulty and, thus, 11 
prizes. You can win up to four prizes for each 
level of difficulty. The higher the difficulty, the 
better the prize. 


e Entrance Fee: 200 Fol 


Prize: Blueberries 


Thief Symbologist Warrior 
Thief Warrior Symbologist 
Symbologist Thief Warrior 
Symbologist Warrior Thief 
Warrior Thief Symbologist 
Warrior Symbologist Thief 


Warrior Thief Symbologist 

Warrior Symbologist Thief 

Thief Warrior Symbologist 

Thref Symbologist Warrior 
Warrior Thief 


Symbologist 


Thief Warrior 


Thief Symbologist Warrior 
Thief Warrior Symbologist 
Symbologist Thief Warrior 
Symbologist Warrior Thief 
Warrior Thief Symbologist 
Warrior Symbologist Thief 


Warrior Thief Symbologist 
Warrior Symbologist Thief 

Thief Warrior Symbologist 
Thief Symbologist Warrior 
Symbologist Warrior Thief 
Symbologist Thief Warrior 


@ Entrance Fee: 600 Fo! 


Prize: 1100 Fol 


Thief Symbologist Warrior 
Thief Warrior Symbologist 
Symbologist Thief Warrior 
Symbologist Warrior Thief 
Warrior Thief Symbologist 
Warrior Symbologist Thief 


Warrior Symbologist Thief 

Thief Warrior Symbologist 
Symbologist Thief Warrior 
Symbologist Thief Warrior 
Warrior Symbologist Thief 


@ Entrance Fee: 800 Fol 
| 


a Prize: Synthesis Materials 
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Thief Symbologist Warrior Thief 

Thief Warrior Warrior Symbologist 
Symbologist Thief Thief Warrior 
Symbologist Warrior Thief Symbologist 


Thief 
Symbologist Symbologist Thief 


Warrior Symbologist Warrior 


Warrior 


LEVEL FIVE 


£ Entronce Fee: 1000 Fol 
| 


€ Prize: Ripe Berries 


Thief Symbologist Warrior 
Thief Warrior Symbologist 
Symbologist Thief Warrior 
Symbologist Warrior Thief 
Warrior Thief Symbologist 
Warrior Symbologist Thief 


Symbologist Warrior Thief 

Thief Warrior Symbologist 
Symbologist Thief Warrior 
Warrior Thief Symbologist 
Thief Symbologist Warrior 
Warrior Symbologist Thief 


@ Entrance Fee: 1200 Fol 
l 


Prize: 5000 Fol 


Thief Thief Symbologist Warrior 
Thief Thief Warrior Symbologist 
Thief Symbologist Thief Warrior 
Thief Symbologist Symbologist Warrior 
Thief Symbologist Warrior Thief 

Thief Symbologist Warrior Symbologist 
Thief Warrior Thief Symbologist 
Thief Warrior Symbologist Warrior 
Thief Warrior Warrior Symbologist 


Symbologist Thief Symbologist Symbologist 


Symbologist Thief Warrior Warrior 
Symbologist Thief Warrior Warrior 
Symbologist Symbologist Werrior Warrior 
Symbologist Warrior Thief Thief 
Symbologist Warrior Thief Thief 


Symbologist Warrior Symbologist Symbologist 


Symbologist Warrior Warrior Warrior 
Warrior Thief Thief Symbologist 
Warrior Thief Symbologist Thief 
Warrior Thief Symbologist Symbologist 
Warrior Thief Symbologist Warrior 
Warrior Thief Warrior Symbologist 
Warrior Symbologist Thief Thief 
Warrior Symbologist Thief Symbologist 
Warrior Symbologist Thief Warrior 
Warrior Symbologist Warrior Thief 
Warrior Warrior Thief Symbologist 
Warrior Warrior Symbologist Thief 
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Thief Warrior Werrior Symbologist 
Symbologist Warrior Warrior Thief 
Warrior Thief Warrior Symbologist 
Thief Warrior Thief Symbologist 
Symbologist Thief Warrior Warrior 
Symbologist Thief Warrior Thief 
Warrior Symbologist Warrior Thief 

Thief Symbologist Warrior Symbologist 
Symbologist Symbologist Warrior Thief 

Thief Warrior Thief Symbologist 
Symbologist Warrior Thief Warrior 
Symbologist Warrior Thief Symbologist 
Symbologist Thief Thief Warrior 
Warrior Warrior Thef Warrior 
Warrior Warrior Thef Thief 

Thief Symbologist Thief Warrior 
Symbologist Warrior Thief Symbologist 
Warrior Warrior Symbologist Thief 

Thief Warrior Symbologist Warrior 
Thief Symbologist Werrior Thief 

Thief Warrior Symbologist Symbologist 
Symbologist Warrior Warrior Thief 
Warrior Thief Symbologist Warrior 
Warrior Thief Symbologist Thief 
Warrior Thief Symbologist Symbologist 
Symbologist Thief Symbologist Warrior 
Warrior Symbologist Symbologist Thief 


Thief 


Symbologist Symbologist Warrior 


T ) Entrance Fee: 1400 Fol 


| 
& Prize: Strength Berries 


Thief Symbologist Warrior 
Thief Warrior Symbologist 
Symbologist Thief Warrior 
Symbologist Warrior Thief 
Warrior Thief Symbologist 
Warrior Symbologist Thief 
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Symbologist Thief Warrior 
Thief Symbologist Warrior 
Symbologist Warrior Thief 
Warrior Symbologist Thief 
Symbologist Thief Warrior 
Warrior Thief Symbologist 
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Versus Mode 


Battle Trophies 


The Retail Rabbit 


luminia and Ruddle 


The Treasure Hunt 


@ Entrance Fee: 1600 Fo! 


Prize: Perfect Berries 


Thef Thief Symbologist Warrior 
Thief Thief Warrior Symbologist 
Thief Symbologist Thief Warrior 


Thief Symbologist Symbologist Warrior 


Thief Symbologist Warrior Thief 

Thief Symbologist Warrior Symbologist 
Thief Symbologist Warrior Werrior 
Thief Warrior Symbologist Thief 

Thief Warrior Warrior Symbologist 
Symbologist Thief Warrior Symbologist 
Symbologist Thief Warrior Warrior 


Symbologist Warrior Thief Thief 
Symbologist Warrior Thief Symbologist 
Symbologist Warrior Symbologist Thief 
Symbologist Warrior Warrior Thief 
Warrior Thief Thief Symbologist 
Warrior Thief Symbologist Thief 
Warrior Thief Symbologist Symbologist 
Warrior Thief Symbologist Werrior 
Warrior Thief Warrior Symbologist 
Warrior Symbologist Thief Thief 
Warrior Symbologist Thief Warrior 
Warrior Symbologist Symbologist Thief 
Warrior Symbologist Warrior Thief 
Warrior Warrior Thief Symbologist 
Warrior Warrior Symbologist Thief 


ETS RY SEE 
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Warrior Thief Symbologist Warrior 
Symbologist Warrior Symbologist Thief 

Thief Warrior Warrior Symbologist 
Thief Thief Symbologist Warrior 
Thief Symbologist Warrior Warrior 
Thief Symbologist Thief Warrior 
Thief Symbologist Symbologist Warrior 
Symbologist Warrior Thief Symbologist 
Symbologist Warrior Symbologist Thief 
Warrior Thef Thief Symbologist 
Warrior Symbologist Symbologist Thief 

Thief Thief Warrior Symbologist 
Symbologist Thief Warrior Thief 
Symbologist Thief Thief Warrior 
Symbologist Thief Warrior Thief 


Warrior Warrior Thief Symbologist 
Warrior Thief Warrior Symbologist 
Warrior Thief Thief Symbologist 
Warrior Thief Symbologist Symbologist 
Warrior Symbologist Thief Symbologist 
Thief Symbologist Warrior Symbologist 
Symbologist Thief Warrior Symbologist 
Thief Symbologist Warrior Thief 

Thief Symbologist Warrior Symbologist 
Symbologist Warrior Thief Symbologist 
Symbologist Symbologist Warrior Thief 


Entrance Fee: 1800 Fol 


Prize: 50000 Fol 


———— = 
—EMEMY #] Ss CEWEMY o2 CC EWEMY oJ 
Thief Symbologist Warrior 
Thief Warrior Symbologist 
Symbologist Thief Warrior 
Symbologist Warrior Thief 
Warrior Thief Symbologist 
Warrior Symbologist Thief 


Thief Warrior Symbologist 
Symbolaogist Thief Warrior 
Warrior Symbologist Thief 
Symbologist Thief Warrior 
Warrior Symbologist Thief 

Thief Warrior Symbologist 


Entronce Fee: 2000 Fol 


e Prize: Synthesis Materials 


Thief Thief Warrior Symbologist 
Thief Symbologist Thief Warrior 
Thief Symbologist Symbologist Warrior 
Thief Symbologist Warrior Thief 

Thief Symbologist Warrior Symbologist 
Thief Symbologist Warrior Warrior 
Thief Warrior Symbologist Thief 

Thief Warrior Werrior Symbologist 
Symbologist Thief Thief Warrior 
Symbologist Thief Warrior Symbologist 
Symbologist Thief Warrior Warrior 
Symbologist Symbologist Thief Warrior 
Symbologist Warrior Thief Thief 
Symbologist Warrior Thief Warrior 
Symbologist Warrior Symbologist Thief 
Symbologist Warrior Warrior Thief 
Warrior Thief Thief Symbologist 
Warrior Thief Symbologist Thief 
Warrior Thief Symbologist Symbologist 
Warrior Thief Symbologist Warrior 
Warrior Thief Warrior Symbologist 
Warrior Symbologist Thief Thief 
Warrior Symbologist Thief Warrior 


Warrior Symbologist Werrior Thief 
Warrior Warrior Thief Symbologist 
Warrior Warrior Symbologist Thief 


| 


Warrior Symbologist Thief Thief 

Thief Warrior Symbologist Symbologist 
Thief Thief Symbologist Warrior 
Thief Warrior Warrior Symbologist 
Thief Symbologist Thief Warrior 
Thief Warrior Warrior Symbologist 
Warrior Symbologist Warrior Thief 


Symbologist Symbologist Thief Warrior 


Warrior Symbologist Symbologist Thief 
Warrior Symbologist Thief Thief 
Warrior Warrior Symbologist Thief 

Thief Warrior Symbologist Warrior 
Warrior Symbologist Werrior Thief 
Symbologist Symbologist Warrior Thief 
Symbologist Symbologist Warrior Thief 
Warrior Warrior Thief Symbologist 
Warrior Thief Warrior Symbologist 
Warrior Thief Symbologist Thief 
Warrior Symbologist Symbologist Thief 
Symbologist Warrior Thief Symbologist 
Warrior Thief Warrior Symbologist 
Thef Warrior Symbologist Symbologist 
Thief Thief Warrior Symbologist 
Thief Symbologist Warrior Symbologist 


Warrior 
Thief 


Symbologist Thief 


Symbologist 
Symbologist Warrior 


Symbologist 


LEVEL S 


& Entrance Fee: 2200 Fol 
| 


Prize: Lezard Flask 


Thief Thief Symbologist Warrior 
Thief Thief Warrior Symbologist 
Thief Symbologist Thief Warrior 
Thief Symbologist Symbologist Warrior 
Thief Symbologist Warrior Thief 

Thief Symbologist Warrior Symbologist 
Thief Symbologist Warrior Warrior 
Thief Warrior Symbologist Werrior 
Thief Warrior Warrior Symbologist 
Symbologist Thief Thief Warrior 
Symbologist Thief Warrior Symbologist 
Symbologist Thief Warrior Warrior 
Symbologist Symbologist Thief Warrior 
Symbologist Warrior Thief Thief 
Symbologist Warrior Thief Symbologist 
Symbologist Warrior Thief Warrior 
Symbologist Warrior Warrior Thief 
Warrior Thief Thief Symbologist 
Warrior Thief Symbologist Symbologist 
Werrior Thief Symbologist Warrior 
Warrior Thief Warrior Symbologist 
Warrior Symbologist Thief Thief 
Warrior Symbologist Thief Symbologist 
Warrior Symbologist Thief Warrior 
Warrior Symbologist Symbologist Thief 
Warrior Symbologist Warrior Thief 
Warrior Warrior Thief Symbologist 
Warrior Warrior Symbologist Thief 


Thief Warrior Symbologist Thief 
Symbologist Warrior Symbologist Thief 
Warrior Thief Warrior Symbologist 
Warrior Thief Symbologist Symbologist 
Thief Symbologist Warrior Symbologist 
Warrior Thief Symbologist Thief 
Warrior Thief Thief Symbologist 
Warrior Thief Warrior Symbologist 
Symbologist Warrior Symbologist Thief 

Thief Warrior Symbologist Thief 

Thief Symbologist Warrior Thief 

Thief Warrior Symbologist» Symbologist 
Warrior Thief Warrior Symbologist 
Thief Symbologist Warrior Warrior 
Thief Warrior Symbologist Thief 

Thief Symbologist Warrior Symbologist 
Thief Symbologist Symbologist Werrior 
Symbologist Warrior Warrior Thief 
Symbologist Warrior Warrior Thief 
Warrior Thief Warrior Symbologist 
Warrior Warrior Symbologist Thief 
Symbologist Warrior Warrior Thief 
Symbologist Thief Symbologist Warrior 
Symbologist Thief Warrior Symbologist 
Symbologist Thief Warrior Symbologist 
Symbologist Warrior Symbologist Thief 
Symbologist Thief Warrior Symbologist 
BUNNY AACES 


The Symbol for the Bunny Races is none other than a big bunny. It is difficult to provide winning strate- 
gies for this mini-game because the details of the race are kept secret until after you place a bet. This 


makes winning on a consistent basis quite a challenge. 


PLAYING THE BUNNY RACES 
Simply choose a type of bet (“to win” or 
“perfecta”), buy a ticket, and select a winner. 
Then sit back and watch and cheer as the race 


is run. 


PRICES AND PAYOUTS 


AS MEE SSS GST = ST 


Class C 100 Fol 1 Point 
Class B 200 Fol 2 Points 
Class A 300 Fol 3 Points 


By winning a race, you are credited a certain 
number of points based on the class of the 
race and the type of bet. “Perfect” wins are 
worth more points than a “to win” win and 
Class A race wins are worth more than Class C 
races. 


Points con be exchanged for prizes at the 
Prize Exchange Counter across from the Ticket 
Seller. Prizes are rewarded on a cumulative 
basis, so you win a prize whenever you meet 
a certain point goal. This means that you can 
win all of the prizes by accumulating 1000 
points! 


PRIZE LIST 


Commemorstive Prize | Point 


Laser Weapon 10 Points 


Giant King Crab 50 Points 
Scumbag Slayer 200 Points 
Pomello Juice 500 Points 


Bunny Race Trophy 1000 Points 


The races are divided into three grades: A, B, 
and C. The higher the grade, the bigger the 
point payout and the more expensive the 
ticket. The game offers two types of bets: “to 
win” and the “perfecta.” A “to win” ticket 
enables you to choose which of the four com- 
petitors is likely to win. A “perfecta” ticket 
enables you to choose which two bunnies will 
come in first and second. Since you don't 
actually specify in the bet who places first and 
second, a win is simply based upon those two 
bunnies finishing in the top two. 


3 Points 
6 Points 
3 Points 
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BESTIARY 


Runic Chess 


Bunny Races 


Versus Mode 


Battle Trophies 


The Retail! Rabbit 
luminia and Ruddle 


The Treasure Hunt 


BEATING THE ODDS 
There is one way to outsmart this mini-game 
if you're willing to bend the rules a little bit. 
In fact, when you get 1000 points, the game 
actually accuses you of using this trick. 


If you were to play 100 races in a row, you'd 
discover that the wins were pretty equally dis- 
tributed among all four bunnies. One bunny 
isn't more likely to win than the others, so it 
doesn’t matter which one you choose as long 
as you stick with the same bunny. If you were 
to play this game manually and chose Bunny 
#1, you'd ultimately end up doing nothing but pressing the X button over and over again. So why not 
toke away the middleman (you!) and use a turbo controller to handle the mindlessness of repetitious 
button pushing! 


FIGHTING ARENA 


The Fighting Arena, which is marked with a fierce Sword Icon, is the place to prove your prowess as 
a fighter. You can send members of your party to fight single battles or work as a team against waves 
of enemies. In the Ranking Battles, the level of monsters grows along with your reputation. If you 
reach the top of the Arena Ranking board, you can even battle the Reigning Champions! 


Fire Zombie 
Nova Bleze 


Magme Man 


Fire Paralysis Fire 


Fire Poison Fire 


Just plug in a turbo controller and turn the 
turbo function on for the X button while stand- 
ing in front of the ticket seller. Then tape 
down the button and let the game play auto- 
matically. Because the Bunny Races take a 
while to play, you will only earn about 100- 
200 points for every 8-hour period of game- 
play. Since 100 points is all that you need to 
get the Bent Mystic Blade (an item that is 
required to recruit the blacksmith Boyd), you 
may consider stopping there. But if you have 
the time and determination, go for the whole 1000 points needed to get the Bunny Race Trophy. 
This accessory has a whole bunch of factors that might come in handy in the Bonus Dungeons! 


PLAYING IN THE FIGHTING ARENA 

The rules for the Fighting Arena are pretty simple. Choose a mode, select your rank, and pay the 
entrance fee to start the battle. The mode you choose determines the number of battles you fight and 
the number of monsters per battle. If you lose or choose to escape the battle, you lose and your entry 
fee is forfeited. If you defeat all of the enemies , you win a prize. The nature of the prizes depends 
upon the battle’s rank. The higher the rank, the better the prize. 


SINGLE BATTLE MODE 

This may be the most challenging mode, because a single character must defeat five difficult mon- 
sters in a row. If you want to know how each character will function in battle really quickly, this is the 
best option. 


In Single Battle Mode, you must choose a character in your party to participate in the battle. Prizes 
for the D and C Rank Battles are rewarded on a one per character basis. The prizes for the B, A, and 
S Ranks are given to the first character to win in the rank—period. The prizes and entry fees for all 
five ranks are listed in the following section. The following tables provide detailed information about 
the monsters that appear in each battle. 


FEES AND PRIZES FOR THE SINGLE BATTLE MODE 


BC EY) 7) ea) | 
0 100 Fol Magical Berries One per character 
, Wy t Tm e oe ha te 


8 500 Fol Bunny Shoes Only one 
1000 Fol 'r n 


S 2000 Fol 


Water 


Water 


28000 1600 


Destroyer 


Fire Water 


Water 
3 223 Incapacitetor 4 17000 2600 -- -- Fire Water 
? Flaming Zombie 


5 60 Blood Monster 70000 5000 -- -- Wind Earth 


1 192 Giant Mantis 45000 6000 -- Paralysis Wind Water 


Death Master 


3 183 Gas Dragon Zombie 62500 8000 Earth, Fire Poison All 


82500 Bont stant Deatt 


5 100 Chimers 200000 26000 -- Paralysis Fire, Wind 


SS EP ES EE a ET LT I LIE OLE, BOE LI CECE LTTE, TT ER, TE ORE 
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| 443 Vile Lizard 76065 34S? Water, Fire Freezing Water Wind 


Yellow Reaper 64000 


3 130 Demon Beast 160000 7000 Fire, Demon -- All 


5 285 Master Demon 500000 Poison, Paralysis All -- 


Instant Death 


| 39 Nove Blaze 65000 1800 Fire -- Fire 


Masque Looter 


3 390 Sherow 82000 5000 Wind Poison Earth Wind 


5 360 Render Tyrant 500000 13728 Weter Freezing Water Fire 


TEAM BATTLE 

In Team Battle Mode, your active battle party takes on five groups of monsters, one right after the other. In most cases, the monsters are identical to the Single Battle Mode battles. You can win up to six of the 
prizes for the D and ( Rank before you are cut off. The prizes for the B, A, and S Ranks are given out on a one time only basis. The prizes and entry fees for all five of the ranks are provided here. The follow- 
ing tables list detailed information about the monsters that appear in each battle. 


FEES AND PRIZES FOR THE TEAM BATTLE MODE 


EEE Se ) a) = lc !lFl 
0 100 Fol Synthesis Materials Up to 6 


Tri-Emblum 


8 500 Fol Scumbag Slayer Only one 


ne 


S 2000 Fol Ring of Slaughter Only one 


1 169 Fire Zombie xe 16200 50 Fire Paralysis Fire Water 


3 277 Megme Man 34000 22000 Fire Poison Fire Water 


5 135 Destroyer x2 26000 1600 -- -- Fire Water 
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] 461 Yuan-ti x2 45000 1500 Water Freezing -- -- 

2 193 Giant Moth x3 25600 2500 Wind Confusion; Silence Wind Water 

3 223 Incapacitator 4 x3 17000 2600 -- -- Fire Water 
Runic Chess 5 60 Blood Monster 70000 5000 -- -- Wind Earth 


Bunny Reces 


1 192 Giant Mantis x3 45000 8000 -- Paralysis Wind Water 
Versus Mode) 3 193 Gas Dragon Zombie 82500 sooo Earth, Fire Poison All “= 
5 100 Chimera 200000 28000 -- Paralysis Fire, Wind -- 


Battle Trophies 


The Retail Rabbit 


1 443 Vile Lizard x2 76065 3457 Water, Fire Freezing Water Wind 
lune and Rule 
3 130 Demon Beast 160000 7000 Fire, Demon -- All -- 
The Treasure Hunt 5 285 Master Demon 500000 30000 Demon Poison, Paralysis, All 


Instant Death 


| 2? Aqua Wisp x3 80000 8000 -- Paralysis, Confusion All 

2 284 Masque Looter x3 79365 360? -- -- -- 
390 Sherow 82000 5000 Wind Poison Earth Wind 
4S2 Winged Mantis 80190 3645 -- Paralysis Wind Water 

4 218 Huge Chimerae 182900 3645 -- Paralysis All -- 

5 360 Render Tyrant 500000 13728 Water Freezing Water Fire 


RANKING BATTLE 

The Ranking Battles are the heart and soul of the Fighting Arena. The first time you choose this mode, After reaching the number one position, a special battle occurs. The Reigning Champions intervene 
you are asked to give your party a name. Choose the one you like (see the info on PA #52 for how before you can start the next battle and challenge you to a duel. If you manage to defeat them, you 
your name choice affects your affection points) and the game begins. win the Victory Trophy. 


The goal in this mode is to reach the top of the Arena Ranking chart. You start at position #51 and 
you must fight the 50 existing teams to reach the number one spot. However, the fun doesn’t stop 
there! Once you become #1, you get to take on the Reigning Champions to win the Victory Trophy! 


The only prize in the Ranking Battle Mode is 
the Victory Trophy, another accessory with 
some awesome factors. However, you don’t 
win it until you defeat the final team, which 
takes a bit of time and effort. When you beat 
a team ahead of you on the ranking board, 
you win the standard experience points and 


Fol that you would win during a normal battle. 
In addition, your position on the board 
improves. You can fight any team that is no 
more than four rungs higher on the ranking 
ladder. 


THE BANDITS 


a) Starting Rank: 50 
| 


& Prize Money: 50 Fol 


@ Starting Rank: 42 
| 


& Prize Money: 180 Fol 


HP MP SKILLS STATUS EFF AESIS. WEAK 


@ Starting Rank: 49 


| 
i) Prize Money: 60 Fol 


[0s ENEMY NAME 


4 Tr an Seumh 
424 Thieving Sc 4 


220 Hyper Nobleman 2640 120 -- -- -- -- 


GHOST HUNTERS 
be Startin 
| 


@ Prize Money: 70 Fol 


ig Rank: 48 


& Starting Rank: 47 


| 
@ Prize Money: 80 Fol 


10s ENEMY NAME HP 


@ Storting Aonk: 46 
| 


@ Prize Money: 90 Fol 


— 7 - a 


® Starting Rank: 45 Y. 
! C) 


& Prize Money; 100 Fol 


134 Demonic Hound [x2] 


12000 350 Fire Poisor Fire 


FROG WARRIORS 


@ Starting Rank: 44 ~ 
| 


@ "8 | @ 


ia Prize Money: 120 Fol 


lis ENEMY NAME HP __ MP 


SKILLS STATUS EFF  AESIS, WEAK 
406 Spawn 6160 280 -- -- Water Fire 
425 Toad Beast 704 32 Water Poison Water Fire 
42? Toadpole 8500 280 Poison Water Fire 


BERSERKERS 


& Starting Rank: 43 


| 
@ Prize Money: 150 Fol 


a 


047 Berserkers [x3] 12800 300 


IDs ENEMY NAME 


461 Yuan-t 


26] Lizard Man [x2] 


Freezing 


Water, 
Fire 


ARCH-SUMMONERS 


@ Starting Rank: 41 
| 
@ Prize Money: 200 Fol 


ID.» ENEMY NAME HP. MP. SKILLS 
136 Devil Child (x3) 16000 2000 Fire 
239 LIS Mage 4488 = B20 Wind -- All 


GET’EM TWIN BEAST 


® Starting Rank: 40 
| 
& Prize Money: 250 Fol 


SKILLS STATUS EFF AESIS. WERK 


289 Medusa Beast [x2] 80000 20000 Fire Fire 


Poison 


Demon 


KNIGHTS OF BABYLON 


[S) Starting Rank: 39 
| 


Oo Prize Money: 275 Fol 


20000 
20000 


2600 
2600 


0?? Bogle Soldier 


078 Bogle Soldier 


Wind 
Wind 


Water 
Water 


Fire 
Fire 


& Starting Rank: 38 4 
| 


& Prize Money: 300 Fol 


Wind 


® Starting Rank: 37 
| 


&® Prize Money: 350 Fol 


I» ENEMY NAME HP. MP SKILLS 
030 Aquaregie igo 1800 Water Freezing Water 
426 Toad Fighter e5Se 226 Earth Poison Water Fire 
428 Tosdpole e0000 2600 Poison Water Fire 


THREE WARRIORS OF FLAME 


® Starting Aonk: 36 


| 
& Prize Money: 400 Fol 


GETTING STARTED 
= 
CHARACTERS 
Se ———— 
WALKTHROUGH 
a 
BONUS DUNGEONS 


————_———— 


PRIVATE ACTIONS 


ITEM CREATION 


ITEMS 
AND EQUIPMENT 
re 


BESTIARY 


174 


Runic Chess 


Bunny Races 


Versus Mode 


Battle Trophies 


The Retail Rabbit 
hE 
uminia and Ruddle 
— 


he Treasure Hunt 


BLOODY STREAM 


@ Starting Rank: 3S 
| 
& Prize Money: 450 Fol 


PLAYER KILLERS 


e Starting Rank: 28 
| 
& Prize Money: 900 Fol 


eA SP GPE TR PT ot 1 NE JES NE SS LEE 


244 L2S Fighter (x4) 20000 


2600 


EURUS OF THE EAST WIND 


& Starting Rank: 34 
| 
@ Prize Money: 500 Fol 


tr ne eS ed 
—ID_» ENEMY NAME HP MP SKILLS 
18? Ghostly Hag (x2) 20000 2600 Fire, Wind Earth 


NOTUS OF THE SOUTH WIND 
& Starting Rank: 33 rAd 
e Prize Money: 550 Fol : G) 


ee So ry Bed ET 


44? War Vulture (x2) 20000 2600 Water, Freezing Wind 
Fire Confusion 
Wind 


BOREAS OF THE NORTH WIND 


& Starting Rank: 32 
| 


Q Prize Money: 600 Fol 


Sarr ee ee ee a rs PE? 
ls ENEMY NAME = HP =) MP CSKILLS ~=—ssSTATUS EFF RESIS. _WEAK 
188 Ghostly Hag [x2] 


20000 2600 Fire, Wind Earth 


ZEPHYRUS OF THE WEST WIND 


@ Storting Aonk: 31 
| 
& Prize Money: 700 Fol 


PISA ad SS ST TEE EET! 


ls ENEMY WAME HP MP SKILLS STATUS EFF RESIS. WEAK 
260 Lility (x2) 70000 6000 Demon All 
Freezing 


Confusion, 


Silence 


DON’T LOSE! TWIN BEAST 


Ga Starting Rank: 30 
| 


ce Prize Money: 750 Fol 


A TTT TE SS EET TOL a ee ee ee eet ao) 


0S? Cerberus [x2] 16000 2000 Earth Paralysis Fire 
Water, Petrifaction 
Fire 


KNIGHT ROSERIA 


® Starting Rank: 29 
| 


& Prize Money: 800 Fol 


103 Cleaver Knight 70000 6000 


168 Fighter 700000 6000 - 
361 Aidiculer 700000 6000 od 
363 Robin Wind 700000 6000 Wind Wind 


WILD BLOOD 


@ Starting Rank: 27 


| 
e Prize Money: 1000 Fol 


SE OT 


6000 (-- -- Fire 
6000 


048 Berserker King 70000 
092 Brutish Beast [x3] 70000 Earth, 
Water, 


Fire 


Paralysis, Fire 
Petrifaction 


IMPERIAL GUARD 


@ Starting Rank: 26 
I 
* Prize Money: 1200 Fol 


266 Lum Knight (x3) 70000 6000 Earth 


GIGANTOMAKIA 


& Starting Rank: 25 
| 
& Prize Money: 1250 Fol 


are = 


183 Golem SUS303 (x2) 68000 


ie Starting Rank: 24 
| 
¢& Prize Money: 1400 Fol 


cs a Se as iat —~ 


005 Adept Necromancer {x3} 70000 6000 Water, Fire 


Freezing All 


a Starting Rank: 23 
| 


& Prize Money: Fol 


ls ENEMY WOME = =P |= MP CSKULLS STATUS EFF  AESIS. __ WEAK 
376 Scarlet Armor 70000 6000 
069 Bogle Leader [x3] 70000 6000 -- 


Earth - Fire 


Water Wind 


DOUBLE EDGE 


& Starting Rank: 22 
| 


BS Prize Money: 1700 Fol 


fee) Starting Ronk: 2! 


| 
QO Prize Money: 1800 Fol 


PT It Ee OO PED EAT RIT — PLE OE TI! 


248 LSS Mage 84000 7000 Wind -- All 
364 Robin Wind 


84000 7000 Wind -- Wind 


GO! GO! TWIN BEAST 


@ Starting Aank: 20 
| 
@ Prize Money: 2000 Fol 


ls ENEMY WAME HP £§oMP SKILLS STATUS EFF AESIS. WEAK 
64000 7000 -- -- Water Wind 


071 Bogle Leader [x2] 


DADDY’S LITTLE RICH BOYS 


fi Starting Rank: 19 
| 


® Prize Money: 2200 Fol 


aR = - 


—l0_» ENEMY NAME HP MP SKILLS STATUS EFF AESIS. WEAK 
435 Unholy Terror [xe] 84000 7000 Wind Earth, Fire 


Silence 


DRAGON EYES 


® Storting Rank: 18 


| 
De Prize Money: 2500 Fol 


EN an , 
ID» ENEMY NAME HP. MP. SKILLS STATUS EFF RESIS. WEAK 
17? Forager (x4) 80000 7000 Fire -- Water Wind 


@ Storting Rank: 17 
| 
& Prize Money: 3000 Fol 


ll» ENEMY NAME HP MP 
151 Oragoon Knight (x3) 110000 


SKILLS STATUS EFF RESIS. WEAK 
1645 Wind 


Water 


@ Storting Rank: 16 
| 
& Prize Money; 3500 Fol 


ee ee eee ee ee 


MP __ SKILLS 


ID» ENEMY NAME STATUS EFF RESIS. WEAK 
42) Swordsman (x2) 80000 7000 -- -- Water 
207 Halberdier [x2] 2200 100 -- -- -- Water 


UNDEAD MASTERS 


© Starting Rank: IS 
| 
(2) Prize Money: 4000 Fol 
ne — nf 
—l0_» ENEMY NAME HP. MP. SKILLS STATUS EFF AESIS. WEAK 
434 Unholy Terror 80000 7000 =Wind Earth, Fire 
146 Oragon Tooth [x3] 89000 10000 -- -- -- Fire 


Silence 


INSECT LORDS 
5) Starting Rank: 14 ty 

| '@ 
& Prize Money: 4500 Fol 


APA A SS STS ET TT AES TSC OE 


464 Zebra Wasp (x6) 80000 8000 Poison Wind Fire 


266 Master Aidiculer 80000 8000 -- -- -- -- 


INTANGIBLE TRUTH 


& Storting Rank: 13 
| 

B Prize Money: 5000 Fol 
Ee = 
JD « ENEMY NAME HP MP SKILLS STATUS EFF AESIS. WEAK 
063 Blue Golem (x2) 80000 8000 Earth -- All 


ARMORED KNIGHTS 


@ Storting Aonk: 12 
l 


®@ Prize Money: 5200 Fol 


Ee a I ne ERE RETRY TREE ee 
ls ENEMY NAME Ss HP FFSOMMP OO OCSKILLS =~» STATUS EFF RESIS. _ WEAK 
173 Flying Dark Armor 80000 8000 Earth -- Fire -- 


® Starting Rank: II 

| 
® Prize Money: 5500 Fol 
, 25 SeeeO a - < ee 
—lD_s ENEMY NAME HP MP —sSKILLS =~» STATUS EFF = = —sAESIS. WEAK 

221 Immortal Lord 100000 6000 Instant Death All 
10000 3645 Freezing, 

Confusion, Silence 


Demon 


203 Heat Haze 


Demon 


TWIN BEAST YAHOO! 


fe) Starting Rank: 10 
] 
ei Prize Money: 5700 Fol 


a a ee 


: GETTING STARTED 
ls ENEMY NAME SP SUMP OSKILLS =~ STATUS EFF RESIS. WEAK 
29? Monstrous Beast (x2) 80190 3645 Fire Poison Fire — 
— CHARACTERS 
_—————————— 
WALKTHROUGH 


® Starting Rank: 9 
| 


4 BONUS DUNGEONS 


ie Prize Money: 6000 Fol 


SOIC eS ae Seeger 


PRIVATE ACTIONS 


ls ENEMY NAME = HP) =U MP CSKILLS =~ STATUS EFF RESIS. __ WEAK 
396 Mecha Scumbag [x3] 82000 3450 Fire -- -- 


WHITE LILLY BATTLEFIELD 


e Starting ARonk: 8 


ITEM CREATION 
co Prize Money: 6500 Fol a — 
a * ITEMS 
ls ENEMY NAME HP MP SKILLS STATUS EFF  __—=-—-AES/S. WEAK | AND EQUIPMENT 
209 Heat Haze [x3] 110000 3645 Demon Freezing All ————— 


Confusion, Silence 


BESTIARY 


176 BOURGEOISE 


@ storting Rank: 7 
l 


& Prize Money: 7000 Fol 


AND SUB-OU 


KNIGHTS OF THE SACRED BEAST 


@ Starting Rank: 3 
| 


@ Prize Money: 9000 Fol 


OU 
Runic Chess} 419 Super Nobleman 1220 68 -- 
1S] Dragoon Knight (x3) 110000 3645 Wind 
Bunny Races 


& Starting Rank: 6 
| 
e Prize Money: 7500 Fol 


e 
NA 


ID» ENEMY NAME HP. 
37? Scarlet Knight [x3] 130000 
366 Robin Wind 


MP___SKILLS 
3645 Earth -- Fire 
200000 2500 wWinde 


Battle Trophies 


————————— 


KNIGHTS OF THE BLODDY SWORD 


e Starting Rank: 5 
| 
® Prize Money: 8000 Fol 


The Retail Rabbit 


——— 


iminia and Ruddle 


— 


ne Treasure Hunt 128000 3645 


06) Bloody Knight [x5] 


£ Starting Rank: 4 (430) » 
. 
ia Prize Money: 8500 Fol 


430 Tornado 
080 Bogle Soldier 


072 Bogle Leader 


130000 «3645 Fire = - Fire 


1s0000 3645 Water Freezing Water Wind 


PARACELSUS'S TABLE [A.K.A. VERSUS MODE) 


To unlock the Versus Mode mini-game, you 
must have a special item called Paracelsus’s 
Table. It’s found in a treasure chest guarded 
by the Sculpture Lord in the Aquatic Gardens 
of Surferio. The entrance to the Aquatic 
Gardens is located in the Surferio Annex in 
Irisa Fields. Take the item to Welch Vineyard at 
the Guild office in Peterny. Surprisingly, she 
knows exactly what the item is and how to use 
it. She'll keep it for you and allow you to play 
whenever you want. All you need to do is go to 
Peterny and ask her. You cannot play the 
Versus Mode mini-game remotely. 


iD = ENEMY NAME HP MP SKILLS STATUS EFF _ RESIS. WERK 
267 Lum Knight [x3] 130000 3645 Earth Wind 


DEMON LORDS 


fas) Starting Rank: 2 
] 
& Prize Money: 10000 Fol 


132 Demon Lord Instant Death All 


295 Miriam 


2000000 SO0000 Demon 


1800000 300000 Oemor Freezing 


DRAGOON KNIGHTS 


e Starting Rank: | 
| 


s Prize Money: 12000 Fol 


N& Crystal Dragon 2500000 300000 Earth, Instent Death Earth, Fire, Wind 
Fire Water 


2000000 300000 


REIGNING CHAPMIONS 


Ea Starting Rank: N/A 
| 


8 Prize Money: N/A 


402 Solon Solute s00000 50000 -- -- Wind Fire 
Earth 


Fire, Wind 


Paracelsus’s Table is a standard fighting game 
featuring the playable characters in the game. 
You start with access to Fayt, Cliff, Nel, Maria, 
Sophia, and Peppita. To add Albel, Mirage, 
Adray, and Roger to the list, you must collect 
their Trading Cords. There are 26 Trading 
Cards and Trading Cords EX scattered through- 
out the game. The basic Trading Cords (of 
which there are four) add characters to the 
game, while the 22 EX cards unlock the extra 
costumes for all 10 characters! The locations 
of the 26 Trading Cards are listed in the 
following section. 


TRADING CARD CONTENTS AND LOCATIONS 
Be ET | Ee i) 7) | 
Trading Card | Albel becomes a playable character. Moonbase 


ading rd 


Trading Card 3 Spiral Tower, IF 


sding Card 4 mes a ch Ancient Ruins of 


Trading Card EX! 


Trading Card EX3 
d EK4 


Trading Card EXS 


Trading Card EX? Roger's 3P costume Sphere @ll, I6F 


EX8 Peppite’s 3P costume 


Sphere ell, SOF 


Trading Card EXS Adray’s 3P costume Urssa Cave 


Temple 
Mirage’s 


IP costume Urssa Cave 


Temple 


Fayt's 4P costume Ursse Cave 
Temple 


Sophia's 4P costume Urssa Lava Cave 


Maria's 4P costume Maze of 
Tribulations, B3F 

ostume Maze of 
Tribulations, B7F 

Trading Card EXIS Nel’s 4P costume Maze of 
Tribulations, BSF 


Ruins of Coffir 

Sphere ell, 109F 
Sphere ell, I4OF 
Sphere ell, I4IF 


no} 
it 


Aibel’s 4P costume 


Roger's 4P costume 


Peppita’s 4P costume 


Trading Card EXI9 Adray’s 4P costume 


ard Exe2t f s 4P ¢ Sphere 2 
Sphere 2ll, |BBF 
199F 


Trading Card Exe! Fayt's SP and 6P costume 


Sophia's SP and 6P costume Sphere ell 


PLAYING PARACELSUS’S TABLE 
After Welch boots up the game, the Select 
Mode screen appears. This is where you 
choose a Battle Mode and set the playtime. 
There are four different modes: 1P vs. CPU, 1P 
vs. 2P: 1P vs. CPU vs. CPU; and 1P vs, 2P vs. 
CPU. Only two live players can play at a single 
time. When you play a three-person game, the 
computer always controls the third character. 
The default length of a match is 180 seconds, 
but you can change it to 90 seconds or infinite. 


SELECT MODE 


IP vs. CPU 

IP vs. 2P 

IP vs. CPU vs. CPU 
© ip vs. 2P vs. CPU 


fa 


After choosing a battle mode, it’s time to 
choose a character(s). Human players choose 
first, then you choose a character for the com- 
puter. To use a costume other than the default 
one, select the character by pressing the 
Triangle button for the 2P costume, the Square 
button for the 3P costume, the RI button for 
the 4P costume, and the L2 and R2 buttons for 
Fayt and Sophia's SP and 6P costumes. Of 
course, to use any of the alternate costumes, 
you must find the corresponding Trading Card 
first! 


SELECT STAGE 


Next, it’s time to choose a battlefield. There are up to 53 environments from which to choose, based 
on which areas you've visited and fought in during the game. If you see a gray screen with a large 
“2” in the middle, then you need to fight some battles in that area to unlock that stage. 


BATTLE STAGES 


Battle Simulator 


Evacuation Corridor 
Ouggus Forest A 
Ouggus Forest B 
Auins of Coffir Outdoors 
Ruins of Coffir Hideout 
Ruins of Coffir Jail 


Airyglyph Castle Dungeon 
Airyglyph Aqueducts 

Elicoor Field Snowy Mountains 
Kirlsa Caverns 

Elicoor Field Mountainous Aegion 
Elicoor Field Wasteland 

Kirlsa Training Facility 

Aerial Arena 

Elicoor Field Plains 

Pesotto Forest 

Aquatic Garden, Surferio 
Bequerel Mine Inside Cavern 
Bequerel Mine Outside Cavern 
Elicoor Field During Wor 
Sealed Cavern 

Shrine of Kaddan 

Possoge from Porch to Plenty 
Mose! Dunes 

Ancient Ruins of Mosel 
Mountains of Borr Waterfoll Area 
Mountains of Barr Bone Area 


Sarr Caves 


The Ruins of Barr 

Ursso Lava Caves 

Owelling of Crosell 

Ancient Auins of Mosel Waterway A 
Ancient Ruins of Mosel Waterway 8 
Ancient Auins of Mosel Waterway C 
Moonbase 

Planet Styx Before Collapse 
Planet Styx Time Gate 

Arkives 

Sphere Company Foyer 

Sphere Company General Block 
Sphere Company Computer Block 
Sphere Company Elevator 

Planet Styx After Collapse 
Firewall 

Spiral Tower A 

Spiral Tower 8 

Spiral Tower C 

Luther's Private Lab 

Moze of Tribulations 

Ursso Cave Temple 


Ethereal Queen Hall of Worship 


Ethereal Queen Flower Gorden 


GETTING STARTED 


CHARACTERS 


WALKTHROUGH 


BONUS DUNGEONS 


PRIVATE ACTIONS 


ITEM CREATION 


ITEMS 
AND EQUIPMENT 


BESTIARY 


Runic Chess 


——————— 


Bunny Reces 


——————— 


Fighting Arena 


Battle Trophies 


The Retail Rabbit 


Ruminia and Ruddle 


The Treasure Hunt 


Paracelsus’s Table is a basic Battle Royale game. 
To daim vicory, you must HP or MP kill your 
opponent(s) within the time limit. A Draw is 
declared when the battle ends without a victor. 


Fayt Leingod 


| | 
FAYT'S MOVE SETS SOPHIA’S MOVE SETS 


ws Blade of Fury Side Kick Blade of Fury ws Earth Glaive arge Charge 

WL Shotgun Blast Dimension Door WL Fire Bolt Orain Stun 

SS fir Reid Charge Side Kick SS Lightning Blast Efreet Critical Hit 

SL Drain Ice Blade Stun 
Support «1 Max Fury -- Standby Healing Support «1 Standby Healing Critical Hit HP No Guard 
Support #2 = Support #2 Max Fury ees Critical Hit HP 


Battles are fought in the same manner as in 
the game, using the same button commands. 
The main difference is in the assignment of 
battle skills. Each character has three attack 
sets from which to choose. These sets represent 
different fighting styles that utilize different 
battle skills, so be careful when choosing one. 
Using Battle Skills drains HP and MP as is the 
case in the main game. The only real differ- 
ence is that you have no way to minimize loss 
or heal your character to compensate. 


Tig 74oc ET isco 


Maria Traydor 


| ATK POS 
wus 
WL 
ss 
SL 
Support «! 


Support s2 


MARIA'S MOVE SETS 


CLIFF’S MOVE SETS 


HORT - RANE 
Crescent Locus 
Pulse Blast 
Triple Kick 


Max Fury 


Mil - ABM 
Gravity Bullet 
Laser Blast 
Charge 


Charge Rertal Assault 


Aiming Device Fiery Tackle 
Scatter Beam Charge 
Radiation Bots 

Support s1 


Support =2 


Electric Fists 


Acrobat Locus 


Max Fury 


Fists of Fury 
Rerial Assault 
Hammer of Might 


GETTING STARTED 


CHARACTERS 


WALKTHROUGH 


BONUS DUNGEONS 


PRIVATE ACTIONS 


ITEM CREATION 


NEL'S MOVE SETS ALBEL’S MOVE SETS ae 
ROSS RE ES TES ES EY ae SCS SAA SSN See EN Eeacaeseseoresenererreersssn | TEMS 
: C = ATK POS  _ BAL STYLE ss MP-ATTACK-ORIENTED SIMPLE STYLE _| AND EQUIPMENT 

ws Charge Lightning Chain Shadow Wave ws Shockwave Swirl Aura Wall Aerial ——— 
WL Palm of Destruction Palm of Destruction Stun BESTIARY 

SS Oivine Wrath Shockwave Shadow Wave ss Double Slash Hand of Doom Charge 

SL Whirlwind -- Fiying Guillotine SL Oemon Roar -- Increase HP Damage 

Support «l No Guerd 


es Support «1 
- Support «2 -- 


Max Fury 
17O 
a B} 179 


Peppita Rossetti im soo Om 


[| Roger S. Huxley Im ss00 Ey s00 
Runic Chess 


Bunny Reces 


Fighting Areng 


Versus Mode 


Battle Trophies 


The Retail Rabbit 


PEPPITA’S MOVE SETS 


ROGER’S MOVE SETS 


DEST PSE Tae ttl ee 
Ruminie and Ruddle ATK POS HAL STYLE SIMPLE STYLE _ AANGE-ORJENTED 
ws Charge Raging Helmet Flying Torpedo ws Kaboom Charge Stun 
WL Instanto Blast Instanto Blast Magic Hook 
The Treasure Hunt SS -- -- -- Ss Cherge Rerial Faerie Friend 
SL Magic Hook -- -- 
Support «l Standby Healing Support el -- Max Fury No Guard 


Support s2 -- -- -- Support #2 -- Critical Hit HP -- 


asoo =f loo 


ADAAY’S MOVE SET MIRAGE’S MOVE SETS 


ad OES GS SE It SSE eS a icin Re. SSS 
: AY PS A Ne A SE Ee ee 
ws Lightning Blast Fire Bolt Chaos Tide ws Blade of Fury Side Kick Blade of Fury 
WL Fire Bolt Fire Bolt Chaos Tide WL -- Shotgun Blast Dimension Door 
SS Earth Glaive Titan Fist Charge SS fir Raid Charge Side Kick 
SL Sirocco -- -- SL Orain ice Blade Stun 
Support «l -- No Guard Standby Healing Support sl Max Fury -- Standby Healing 


Support #2 -- -- -- Support #2 -- -- -- 


BATTLE TROPHIES 


Collecting the Battle Trophies falls somewhere in between a mini-game and a sub-quest. There are 


300 trophies, ranging from easy to get to extremely difficult. To collect all 300 Trophies, be prepared 
to put serious hours into this game! At the very least, you'll need to play through the game multiple 
times, once on each difficulty level (Galaxy, Universe, and 4D). Realistically, you may have to play 
through the game twice in Galaxy Mode in order to set up the conditions needed to get the “Defeat 
X at Level 1” and “Defeat X at Level 10” Battle Trophies. Regardless, this is a huge task! 


However, the rewards for collecting Battle Trophies are great. The following table lists the bonuses you 
receive after collecting a certain number of Battle Trophies. 


THE BATTLE TROPHIES 


1 100 Battles 


3 5000 Battles 
10000 Batties 
5 50000 Battles 


Simultaneously defeat 2 enemies 


? Simultaneously defeat 3 enemies 


Simultaneously defeat 4 enemies 
10 Hits 
30 Hits 
" 50 Hits 
100 Hits 


13 150 Hits 


250 Hits 


300 Hits 


HOODOO OORODDEa RU BobnoaBbeatononaeaaagoononod 


Defeat enemies of 100 types 


Defeat enemy with @ single blow 
j Defeat with exact damage 


3 Defeat with exact damage with a single blow 


Defeat 300 enemies 
33 Defeat S00 enemies 
Defeat 100 
35 Defeat SOO0 enemies 
Jefeat 10,000 


3? Defeat 50,000 enemies 


enemies 


enemies 


Finish battle in under 10 seconds 


capacitated 100 times 


49 Win by @ margin of 3 HP 


y a margin of 2 HP 


OOOOOOOOOOOOODOOODOOOOOOOOOOOOOOOOOOOODO0OOOO00O0O000000 


5] Win by @ margin of | HP 


PEACENTAGE COMPLETED BONUS 
(AMOUNT OBTRINED) 
15% (45) Activate 2P color during the Main Game. Press the 


Triangle button at the Status Screen. (Works only 


after entering the Airyglyph Aqueducts.) 


ocks Universe mode. You must start a 


w Game to use this 


40% (120) Activate 3P color during the Main Game. Press the 
Triangle button at the Status Screen 
Activate Music Mode. Press the Square button 


within the Battle Trophie een 


65% (195) Unlocks 40 mode. You must start a New Game to 
use this 


80% (240) Activate 4P color during the Main Game 


the Triangle button at the Status Screen 


95% (285) Activate Full Active Mode in battle. You must 


start 8 new geme to use this 


Se 10,000 button presses 


54 1,000,000 button presses 


70 Angered 1000 times 


Maximum damage of 1000 damage 


72 Maximum damage of 10,000 damage 


Maximum damage of 50,000 damage 


74 Meximum damage of 99,999 damage 
Win with no damage GETTING STARTED 
76 Cancel bonus 100 times 
- 7 et 
Cancel bonus |,000 times 
78 Cancel bonus 3,000 times CHARACTERS 
Defeat Norton within 30 seconds 
——— 
60 Defeat Norton without taking damage 
Defeat Giant Crab within | minute WALKTHROUGH 


62 Defeat Giant Crab without taking damage 


Defeat Shelby within | minute 


84 Defeat Shelby without taking damage BONUS DUNGEONS 


C) [ 


Defeat Moonshedow Clan ‘ef within | minute 
|] 86 Defeat Moonshedow Clan Chief without teking damage = 
Bis? defeat Mudman within} minute a 
88 Defeat Mudman without taking damage 


O 


Defeat Cockatrice within | m 


ae. Defeat Cockatrice without taking damage 

CO Defeat Crystal Cerberus within | minute 

Cl Se Defeat Crystal Cerberus without taking damage 

oO Defe metrio within | > ITEM CREATION 
OO 34 Defeat Demetrio without taking damage 

‘a Oefeat Aurora Monster within | minute ITEMS 

[] 396 Defeat Aurora Monster without taking damage AND EQUIPMENT 
OO Defeat Blue Dragon Zombie within | minute es 
C) 38 Defeat Blue Dragon Zombie without taking damage 

Oo Defeat Robin Wind within | minute BESTIARY 

[] 100 Defeat Robin Wind without taking damage 

im} io! Defest Crosell within | minute 

[] 1e Defeat Crosel! without taking damage 181 


Runic Chess 


Bunny Races 


Fighting Arene 


Versus Mode 


The Retail Rabbit 


luminia and Ruddle 


The Treasure Hunt 


C) 103 Defeat Biwig within | minute 

) Defeat Biwig without taking damage 

O 5 Defeat Prociaimer within | minute 

) Defeat Proclaimer without taking damage 
10? Defeat Azezer within | minute 
108 Defeat Azazer without taking damage 
103 Defeat Convictor within | minute 


0 Defeat Conuictor without taking damage 


mW Defeat Dark Armor within | minute 


He Defeat Dark Armor without taking damage 
3 Defeat Crystal Statue within | minute 
ns Defeat Dark Eye within | minute 


Defeat Dark Eye without taking damage 
NW? Defeat Chimera within | minute 


Defeat Chimera without taking damage 


ng Defeat Stone Golem within | minute 
lel Defeat Spirit Trio within | minute 
Defeat Spirit Trio without taking damage 
123 Defeat Battlecopter within | minute 
124 Defeat Battlecopter without taking damage 
125 Defeat Berial 6 Belzeber within | minute 
126 Defeat Berial 6 Selzeber without taking damage 
le? Defeat Luther 


Defeat Luther within 5 minutes 
129 Defeat Luther without taking damage [Including Suspended Time) 
Defeat Luther at Lu | 


13) Defeat Luther at Universe Difficulty 


at Universe Difficulty without taking damage 
133 Defeat Luther within 8 minutes at Universe Difficulty 


Defeat Luther at Universe Difficulty at Lu 10 
135 Defeat Luther at 40 Difficulty without taking damage 


er at 40 Difficulty within 10 minutes 
137 Defeat Luther at 4D Difficulty at Lu 10 
Gabriel 
139 Defeat Gabriel without taking damage 


Defeat Gabriel within S minutes 


41 Defeat Gabriel at Universe Difficulty 


143 Defeat Gabriel at Universe within 8 minutes 
Defeat Gabriel at 40 
145 Defeat Gabriel at 40 without taking damage 
Gabriel at 40 within 10 minutes 
14? Oefeat Ethereal Queen 


Defeat Ethereal Queen without taking damage 


JOOOOOOOOOOOOOOOOOOOOOOOO0O00O00000000000000 


149 Defeat Ethereal Queen within 10 minutes 


Ethereal Queen at Universe 


1S] Defeat Ethereal Queen at Universe without taking damage 


Defeat Ethereal Queen at Universe within IS minutes 
183 Defeat Ethereal Queen at 40 

Ethereal Queen at 40 without taking damage 
155 Defeat Ethereal Queen at 40 within 20 minutes 


Defeat Lenneth 


1s? Defeat Lenneth without taking damage 
158 Defeat Lenneth within 10 minutes 


159 Defeat Lenneth at Universe 


eth at Universe without taking damage 
Defeat Lenneth at Universe within 1S minutes 


Defeat Lenneth 

163 Defeat Lenneth at 4D without teking damage 
Oefeat Lenneth at 40 within 20 m 

165 Defeat Freya 


Freya without taking damage 


16? Defeat Freya within IS minutes 


Defeat Freya at Universe 


169 Defeat Freya at Universe without taking damage 
Defeat Freya at Universe within 20 minutes 

71 Defeat Freya at 40 

Defeat Freya at 40 without taking damage 

173 Defeat Freys at 40 within 60 minutes 


Taunt Gabriel 


0 times 


75 Taunt Etheres! Queen I0 times 


OOOOOOO0OOOOOOO0OOOOOO0OOOOOOOT 


(ot 67 a. enti 


OO 176 Defeat Mighty Vox 
Oo 
O Guard against Mighty Vox 
179 Emit Anti-Attack Aura against Mighty Vox 
OO 160 Break Mighty Vox's guard 


OC Bey Total of S hours in battle 


OO ise Tota! of 50 hours in battle 
Oo 
OO 184 Win using only minor attacks 
185 Defeat Luther using only minor attacks 
Defest Ethereal Queen using only minor attacks 
18? Defeat Freya Using only minor attacks 
Win using only major attacks 
189 Defeat Luther using only major attacks 
OO 180 Defeat Gabriel using only major attacks 
my isi Defeat Lenneth using only mayor attacks 
Win using only Anti-Attack Auras 
LEK} Defeat Luther using only Anti-Attack Auras 
194 Defeat Gabriel using only Anti-Atteck Auras 
19S Defeat Ethereal Queen using only Anti-Attack Auras 
Win using only items 
197 Oefeat Albel | with items only 
198 Defeat Albel 2 with items only 
199 Defeat Albel 3 with items only 
[Cj 200 Win using only Symbology 
Defeat Luther using only Symbology 
O) 202 Defeat Gabriel using only Symbology 
203 Defeat Lenneth using only Symbology 
OJ 204 Win using only Charge 
205 Defeat Luther using only Charge 
0 206 Defeat Gabriel using only Charge 
20? Defeat Lenneth using only Charge 
C] 208 Win using only Battle Skills 
mp 209 Oefeat Luther using only Battle Skills 
O) 20 Defeat Ethereal! Queen using only Battle Skills 
ell Oefeat Freya using only Battie Skills 
OO 2 Win alone 
me 213 Oefeat Luther alone 
OO ew Defeat Gabriel alone 
me is Defeat Ethereal Queen alone 
OO 26 Defeat Lenneth alone 
me ei? Defeat Freya alone 
OO 26 Win using only Metal Pipe 
oO Defeat Norton using only Metal Pipe 
OO 220 Damage with attack 99,999 using Metal Pipe 
oO Defeat Luther using only Metal Pipe 
OC) e222 Defeat Lenneth using only Metal Pipe 
mp 223 Complete win over Luther 
OO 224 Avoid Fire Bolt 
me 225 Defeat Mecha Scumbag 
OO 226 Defeat Lu 99 Thieving Scumbag 


imp 227 Encounter Soatie 


OO e228 Defeat Sootie 
Remain with Fury 3 consecutive times 
OO 230 Remain with Fury 5 consecutive times 
23) Remain with Fury 10 consecutive times 
O) 232 Remain with Fury IS consecutive times 


my 233 Recover 777 HP 
OO 234 Recover 7,777 HP 
235 Recover 77,777 HP 


[] 236 77,777 HP remaining 

0 
OO 238 222 damage 

a 
[] 240 SSS damage 


C) a 777 damage 


CL) ez 5555 damage 


my 243 777? damage 


OO) 244 77,777 damage 
245 Get 10 Lucky Stars 
Ol 246 Get 30 Lucky Stars 
24? Win 10 consecutive times taking no damage 


OO 248 


Win SO consecutive times taking no damage 


Uy) 7 = ss yy) reat 


243 Win 100 consecutive times taking no damage 


e battles alone 


25) 100 consecutive lone battles 


500 consecutive lone battles 


253 Avoid Fire Bolt 10 consecutive times 


Avoid Fire Bolt SO consecut 


ye times 


255 10 consecutive Killing Blows 


Level up 10 consecutive times 


300 consecutive successful guards 


275 Defeat Ethereal Queen 5 times 


Jefeat Freya 5S times 


277 Oefeat the Princess and the Knight 


Defeat Villain Pair 


279 Defeat Tiger-Striped Pair 


Jefeat Oaughter of the Beast Tame 


28! Defeat Fayt 


Oefeat the Princess and the Knight alone 


283 Defeat Villain Pair alone 
Defeat Tiger-Striped Pair alone 
285 Oefest Daughter of the Beast Tamer alone 


28? Defeat the Princess and the Knight without taking damage 


feat Villain Pair without taking damage 


289 Defeat Tiger-Striped Pair without taking damage 
efeat Daughter of the Beast Tamer without taking damage 
29) Defeat Fayt without taking damage 
293 Defeat Feyt et 40 
: lin Auto Battle 


295 Hit with Battle Sphere 5S times 
iE Fight over 60 minute 


297 Fight over 120 minutes 


t get hit for | minute 


293 Win staying more than S meters from enemy 


Moved a total distance of 42.195km in battles 


ODOOOOOOOOO0OO00000000000000000000000000000000000000000 


A FEW TRICKS AND TIPS 


3 First, you must play the gome on Galoxy mode or higher to win Battle Trophies. 


& Second, turn on the Battle Trophies module when you get to the Battle 
Simulator in the Grantier Resort Hotel at the start of the game. If you 
don't do so ond create a save spot for the Battle Trophies on your memory 
card, it's like this part of the game doesn’t exist. 


ra Next, it's not a good idea to move your Battle Trophies save from one mem- 
ory cord to onother. Once you create the save, leave it alone unless you 
want to risk it becoming corrupted! Transferring this data is not recom- 
mended due to its sensitive nature. In addition, you must also have that 
card inserted into your PlayStation 2 when you play the game to save any 
Battle Trophies you win. 


& Once you win a Battle Trophy and save it to your memory cord, it's yours to 
keep. So, for example, if you ore fighting a boss and win a battle trophy, you 
cannot win it again, even if you repeat the battle and meet the necessary 
conditions. This enables you to go back to any save spot and try to win any 
81s (Battle Trophies) that you may have missed or would be easier to get at 
that time and place. In addition, you can also use the some Battle Trophy 
save with different 50: TTEOT gomes regardless of the difficulty level (as long 
os it's Galoxy mode or higher and the option to collect Bottle Trophies is on). 


J If you win a Battle Trophy during a bottle and then lose the battle, you 
| also lose the Battle Trophy! 


& Some Battle Trophies, like those associated with bosses, are easy to get in 
the course of the game. Others require a lot of set up. Be sure to distin- 
guish between the two types when you ore making plans to collect them oll. 


ca Battle Trophies with conditions like “Defeat X without taking damage" or 
“with # item” or “using only # type of attack” refer to the choracter you 
were controlling at the stort of the battle. Switching characters at any 
point in the battle breaks the 81's conditions. 81s with conditions like 
“Chain of #", “K killing blows”, “k consecutive ¥”, etc. also fall into this 
category. Basically, ony 8T that has an objective that requires you to 
physically do something usually refers to your player choracter. 


co When going after Battle Trophies associated with a boss, save your game 
before the battle. This woy, if you fail to get one of the 81s, you can 
reload and try it again. Incidentally, it is o good ideo to try getting the 
missed 81s while your experience with the boss is fresh in your mind. 


& Try to obtain all of the boss and enemy-reloted Bottle Trophies in Galaxy 
| mode, unless the conditions for the BT specify otherwise. 


To win 81s that have comprehensive conditions [like numbers of ottacks, 
button pushes, hours in battle, defeat X number of enemies, etc.], think 
about purchasing a turbo controller and using this fun trick. Most of 
these 87s can be fulfilled by taping over a turbo-enabled X button and 
standing in front of one of the Dragon Tapestries in the Auins of Barr. All 
you need to do is save one of the multi-faced topestries at the end of the 
eost ond west wings until later in gome, when your porty !s ot a slightly 
higher level and unlikely to be killed in one of these battles. Then stand in 
front of the relief and put the # button in turbo mode. Tope down the but- 
ton and once you moke sure that everything is in place, jet the gome play 
automatically. During this time, your party will repeatedly summon a dragon 
and bottle it, helping you collect enough button pushes, time spent in bat- 
tle, etc. to get those difficult BTs. 


fe) For 8Ts that require you to win battles alone under o voriety of circum- 
stances, you must eliminate two of your battle party members before you 
undertake the battle(s]. This is the only way that your player character 
con fight by him or herself. 


* 8Ts thot require you to defeat high-level bosses ot Level | or Level 10 
require a lot of preparation. The average of your battle party's individual 
levels must equal the requirement. For the Level | BT, you have no choice 
but to use the only Level | choracters you get in the game. There are 
three of them: Sophia, Peppita, and Fayt. To accomplish this feat, don’t let 
Fayt level up at all! This is easier to do once you meet up with Cliff and 
Nel. However, before you do that you have one boss fight to complete. When 
you go up against Norton's stooges in the Auins of Coffir, use their ten- 
dency to scram to your advantage and hurt them just enough to make them 
run away. You do not receive experience points for enemies that run oway 
during the course of a bottle. Once Cliff joins the party during the battle 
with Norton, eliminate Fayt so that he doesn’t receive EXP points at the 
end. For the rest of the game, keep Foyt out of your active Battle Party. 
Now how you manoge to defeat o boss like Luther with all Level | chorac- 
ters is up to you! 


GETTING STARTED 


CHARACTERS 


WALKTHROUGH 


BONUS DUNGEONS 


PRIVATE ACTIONS 


ITEM CREATION 


ITEMS 
AND EQUIPMENT 


SUB-QUESTS 


ee SS Se SS 
In addition to the mini-games, there are also a couple of sub-quests during the game. While these HEM PRICE 
j : - ; ? 5 r 350 Fol 
Meta —sub-quests have nothing to do with the main storyline, they are still fun and beneficial to your party. Co Sa pai. 
AND SUB-QUESTS 
Ww IUO-YUCQIO 
Sage 20 Fol 
Lavender 20 Fol 
Runic Chess Fresh Sage 310 Fol 


———— 


alee RAPID RABBIT (BETWEEN ME «30-«61) 


2 eee eee | 


Fighting Arena THE RETAIL RABBIT Clone Generator 350 Fol 
NS a a 
During Main Event #26, check out the rooms Sage 20 Fol 
Versus Mode | is “the Front Door” Luxury Inn before turning 
——=——} in for the night. In one of them, you meet up dhe B STD 501 


Battle Trophies | with a young rabbit that is planning to start a 


retail career in Peterny the next day. Look for 
him along the side of the street on the west 


THE RETAIL RABBIT 


RAPID RABBIT (BETWEEN ME #78-95) 


side of Peterny as you leave for the Duggus 


a 
Forest. a ai ITEM ——————— 
Ty Mythril Sword 47500 Fol 
Gravity Laser 35500 Fol 
EEN, 
Biter 48800 Fol 
a | The Retail Rabbit Youth, as he is called, hails 
Lunatic Shoes 36000 Fol 
ee oY hor fr eset 
while. Exactly how short this “short while” is Battle Armor 49500 Fol 
depends on you. Once you've spoken to or 
shopped with the Retail Rabbit twice, he Wizerd's Hobe 13000 Fol 
leaves Peterny to return to his home in 
Surferio. This means that you need to make ‘cialis 7 
your conversations count— especially since 
the longer you keep the Retail Rabbit in town, 
the better his wares become! If you keep him 
around until after Main Event #78, you can 
buy some of the best equipment in the game. 
However, once he returns to his home in Surferio, the supply of new goods comes to an end. You can 
still buy items from him, but his inventory is limited to the basic recovery items from his first shop. AUDDLE AND RUMINA 


The next time you visit Peterny after complet- 
ing ME #30, pay a visit to Ruddle and Rumina 
in the middle guest room in “The Front Door” 
Luxury Inn. Ruddle and Rumina are two mer- 
chants out to make their fortunes in Kirlsa. 
The only problem is that neither of them is 
very good at following directions or reading 
maps. Your job in this sub-quest is to direct 


and redirect them to their final destination. By 
doing so correctly, you not only score points 
with your teammates in the corresponding 


“Hello, welcome! 
We offer goods from beneath the waves, Private Actions, PA #22-#24, but you also gain 


as well as imports from the t some nice perks. 
mainiand 


The first perk is the ability to buy a special 
item called the “Blueprints.” You can use them 
fo repair the ancient Greeton Mechanical Unit 
outside the Village Chief's house in Surferio 
after recruiting the Engineers Vanilla, Meryl 
and Dejison. The other is a second shop that 


opens in the duo’s home in Aquios when you 
return to Elicoor II after ME #85. This shop, 
which is almost identical to the Retail Rabbit 
Youth’s third shop, sells the best armor and 
weapons you can buy in the game. 


To win the rights to this shop, you must give 


Ruddle and Rumina the correct directions each 
time you run into them. The first time is in the 
Inn in Peterny between ME #30 and ME #38. 
You have four options when they ask how to 
get to Kirlsa. The correct answer in this event 
is the third option: Kirlsa lies to the south of 
Peterny. 


Next, travel to Arias for your second meeting. Look for the dynamic duo in the lobby of “The Dozing” 
Inn this time between ME #30 and ME #61. Although they followed your directions and went south, 
they didn’t go far enough and are at a loss as to where to go next. This time, send them to Kirlsa via 
the northwest or southwest gates. The first path takes them through the Kirlsa Caverns and the sec- 
ond one takes them across the Aire/Kirlsa Hills. 


Let's have this gi way we 
should go, one more time. That'll save 
the time of explaining it all over again.” 


For the last event in this series, which takes 
place between ME #30 and ME #61, go to the 
Inn in Airyglyph to see how truly inept the 
team is at following instruction. This time, they 
went too far, passing through Kirlsa and end- 
ing up in the snowy city of Airyglyph! Restrain 
yourself and send the duo back a city to Kirlsa. 


Once in Kirlsa, the two set up shop in the “Iron 
Stomach” Tavern. Visit them there and Rumina 
will sell you the purloined “Blueprints” for a 
mere 500 Fol. You can also purchase basic 
items from Ruddle. After ME #85, the two can 
be found in Aquios in a house in the northwest 
corner of town. Ruddle still has his shop, but 


he’s picked up some great items while you 
were away. 


RUDDLE AND AUMINA'S ULTIMATE SHOP 


(KIALSA, BETWEEN ME #30-#79) 


SS RS TL ELE LT EE ES TET 


PRICE 


ITEM 
Symbol of Courage 2600 Fol 


Regeneration Symbol 4100 Fol 


Clone Generator 350 Fol 


Basil 20 Fol 


Sage 20 Fol 


Lavender 20 Fol 


RUDDLE AND AUMINA’S SUPREME SHOP 


(AQUIOS, BETWEEN ME «85-»95) 


EE EE Ss 
a) ee ee __PRICE 
Mythril Sword 47500 Fol 


Ice Falchion 61500 Fol 


Gravity Laser 35500 Fol 


Saint's Halberd 35500 Fol 


Biter 48600 Fol 


Crest Gauntlet 37500 Fol 


Lunatic Shoes 36000 Fol 


Adept's Staff 29500 Fol 


Battle Armor 49500 Fol 


Battle Chain Mail 38000 Fol 


Wizard's Robe 19000 Fol 


Clone Generator 350 Fol 


Fresh Sage 310 Fol 


If you decide to play a trick on the two mer- 
chants and send them anywhere other than 
Kirlsa, you may find them in Surferio or 
Aquios selling their wares. The store they 
open in this instance is similar to their Kirlsa 
store. The only real difference is that you 


con't purchase the “Blueprints” from 
Rumina. 


RUDDLE AND AUMINA’'S LITTLE SHOP 
(SURFERIO OR AQUIOS, BETWEEN ME «#3 


PRICE 


Blueberries 45 Fol 


Aquaberries 15 Fol 


Clone Generator 350 Fol 


Sage 20 Fol 
Tri-Emblum 100000 Fol 
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saminiieatemmie 
Bunny Races 
a 
Fighting Arena 


Versus Mode 
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Battle Trophies 


The Retail Rabbit 
Ss = 


Ruminia and Ruddle 


THE TREASURE HUNT 


The final sub sel f Roger has acquired a set of Ancient Books that 
seeing iten _ hint at the locations of seven treasures. If you 
elt baw te Mieedie Une’ choose to cooperate with him on the Treasure 
(Gdeeet In the eabddle of Duages Forest, so Hunt (i.e recruit him into your party on a tem- 
take him along with you for the rest of the porary basis), he gives you ~ seven Ancient 
a i ’ a Books and the sub-quest begins. 
quest. Doing this opens up a Private Action in 


Surferio once you complete ME #30. You have 


There are seven treasures of varying value 


until ME 61 to see the event, but head over located throughout Elicoor II. All but one of the 


to Surferio once you leave Ameena’s House locations are in places that you either have or 


anyway so that you have the maximum will visit during the course of the storyline. You 


amount of time to complete the accompanying have until the start of ME #61 (the battle with 


sub-quest. Crosell) to get these treasures before they dis- 


appear (or are taken by Lezard and his friends). 


The clues for each of the locations are a bit sketchy, but once you figure out where to go, the riddles 


ANCIENT BOOK #1 


a Treasure: Health Berries 
| 

B Location: Duggus Forest, innermost Area, Rock on the left side of Mudman’s Lair 
L 


make perfect sense. To help you out, use the following images as a guide. 


ANCIENT BOOK #2 PA ANCIENT BOOK #3 


By Treasure: Intellect Berries 
| 

& Location: Sealed Cavern, Coffin in Magic Hommer Retail Rabbit Room 
L 


== 


@ Treasure: Mogi Berries 
| 

i) Location: Kirisa Coverns, Entrance Areo, Torch by the Houler Terminal 
L 


ANCIENT BOOK #4 


@ Treasure: Strength Berries & Treasure: Elven Slippers 
| | 

@ Location: Ancient Ruins of Mosel, B2F, Throne in the Runic Chess Room oH Location: Mountains of Barr, Part C, Human Skeleton in Dragon's Nest 
L L 


ANCIENT BOOK #6 


fC) Treasure: Demonbane Cross Ss Treasure: Rabbit Ears Chalice 
| | 

3) Location: Bequere/ Mine, Abandoned Foctory, Tree overiooking the lake ® Location: Ursso Lavo Cave, Torch to left of the Bunny Statue 
| directly west of the north entrance into the Abondoned Factory orea t 


The most difficult of these treasures to procure is the Strength Berries, which is hidden in the depths of the Ancient Ruins of Mosel. To get to this area, you must use the Ring of Disintegration on the left stone- 
covered staircase in the Round Table room. This is fairly simple and easy, since you get the Ring of Disintegration before the event that brings an end fo the treasure hunt. 


However, the subterranean floors of the Ancient Ruins of Mosel contain dangers that are way beyond your party's abilities at your current level. If you are going to attempt to get this piece of treasure, make 
sure that you have lots of Resurrection Elixirs and MP and HP healing items and foods. Also, spend some time seriously refining your battle party's weapons with the “ATK +500” factor in orichalcum. You must 
defeat three bosses before you reach the room with the treasure, so don’t be afraid to stop and return to town to rest, heal, and restock after each battle. 
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TION 


Item Creation is one of the most important features within the game. You use it to create items to do the following things: supplement—and sometimes replace—those sold in stores; make your existing items 
and equipment more powerful; and most importantly to turn the characters’ Ultimate Weapons from trash into treasure. Item Creation is really easy to do, but becoming a master requires some work, knowledge, 


and_a lot of time, patience, and Fol! 


AN. INTRODUCTION TO ITEM CREATION 


Your introduction to the world of Item Creation (IC) occurs when you register at the Craftsmen’s Guild 


in Peterny. You'll receive a general overview of the industry, a handy (and suspiciously technologically 
advanced!) compact communicator to keep abreast of new developments in the Guild, and 1000 Fol 
in seed money to fix up the Workshop across the street. 


Once you install a production line in the Peterny Workshop, you can start experimenting and creating 
your own stuff. Before you get too excited and start spending all of your Fol, there are a few things 
fo keep in mind. 


HIRING INVENTORS 


Your success at creating items largely depends upon the talents of the people at your disposal. One of 


the functions of the compact communicator is to alert you when new inventors come on the market. 
Although you can use the members of your party for Item Creation, you'll find that NPC inventors 
have more to offer. This makes them worth the time and Fol required to sign them. 


Enoch inventor, either a party member or NPC, is gifted with certain talents. The members of your party 
have talent levels for all eight IC categories. NPC inventors are singularly talented and can only be 


used for creating or refining items in their category of expertise. More importantly, each inventor 
knows how to make a certain set of items in their category. In general, the more talented the inven- 
tor, the better the items that he/she can create. To take that concept a step further, the more complex 
or special the item, the fewer the number of inventors who can create it, In fact, there are some items 
that only a single inventor can create. 


So, how do you recruit these talented craftspeople? At specific points in the game, you'll receive an 
“Entry” notification from Guild Headquarters. The notification provides some basic information about 
the new inventors, but it’s up to you to find them and determine what it will take to get them fo sign 
up with you. 


When you locate an unsigned inventor, strike up a conversation. They won't say exactly what they are 
looking for, but they do provide subtle hints. When you have the item (or enough Fol) to recruit them, 
simply return and give them the item or Fol they seek for their services. Upon signing an inventor, 
place them in one of the five town Workshops to put them to work. 


PLAYABLE CHARACTER INFORMATION 
INVENTOR TABLES EXPLAINED 


The increase or decrease that this inventor brings to the time 


it takes to create an item. 


The increase or decrease thet this inventor brings to the 
amount of Fol it takes to create an item. 

There are eight categories of Item Creation. This lists the level 
of talent that the inventor brings to the production line. 
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SIGNING REQUIREMENTS 


Gi 


After ME #77, upon entering the Eternal Sphere lobby in 
Or. 


— 


JUNUVS ONId331S 


After ME #85, upon returning to Aquios after the events at the 
Ormennen 
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FINDING THE ITEMS FOR THE INVENTORS 
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Ansale Philosopher's Stone Meke through Alchemy IC 
Balbados Antique Jewelry Treasure Chest in Kirisa Caverns. 
Boyd Bent Mystic Sword Win for 100 Points in the Bunny Races 


in Gemity. 
Oamda Mooda 


Winking Sage Cider Oropped by the Moonshadow Clan 
Members in Duggus Forest and the 


Sanmite Steppes 


Original Creation 


Oejison Ultimate Bomb Make through Engineering IC 
_ Gossem Potion of Youth (Fake) Make through IC under the Compounding 
pew category. 
Original Creation The Killer Chef Keen Kitchen Knife Purchase in Gemity 
Cherts Cornelius Sunrise Dictionary Treasure Chest in Moonbase. 
ee Izek Al Program Get from Leiria in Sphere lil, SF. 
Specify Plan Mode Blueprints Buy from Rumina at successful end of 
Rumina and Auddle sub-quest 
——— EE Book of Prophecies! Treasure Chest in Shrine of Kadden. 


Synthesis Mode Mayu Adorable Kitty Doll Make through IC under the Crafting 


category 
Meryl Oremela’s Tool Set Treasure Chest in Sphere 2ll, 4F. 
Misty Lear Spirit Stone Treasure Chest in the Ruins of Barr. 


Osman the Sage Strange Book Create through Writing 


Aichemy. 

Puffy Experimental Remedy Treasure Chest in the Maze of 
Tribulations, B2F 

figel . Golden Curry Make through Cooking IC. 


Stanice Limited-Edition Doll 


LOCATING WORKSHOPS 

All tem Creation must be done at the Workshops in towns or dungeons. Most of them start out with 
pretty basic facilities, like a single production line and the ability to perform one or two types of Item 
Creation. Until you have the Fol to spare and can go upgrade-wild, you may want to fully equip a sin- 
gle workshop or use different ones for different types of IC. 


WORKSHOP LOCATIONS AND FACILITIES: TOWNS 


Treasure Chest in Duggus Forest 


Rirygiyph Smithery 2 Lines 
Kirlsa, Workshop | Cooking, Alchemy, Compounding | Line 
Kirlsa, Workshop 2 Crafting, Smithery 3 Lines 
Peterny Cooking 0 Lines 
Aquiocs Cooking, Crafting, Compounding | Line 


WORKSHOP LOCATIONS AND FACILITIES: DUNGEONS 


Kirlsa Training Facility Cooking 3 Lines 
Bequere!l Mine Compounding, Synthesis | Line 
Mountains of Barr Aichemy | Line 
Urssa Lava Caves Engineering | Line 
Ancient Ruins of Mosel Cooking, Alchemy, Machinery 2 Lines 
Shrine of Kaddan Alchemy, Crafting, Smithery | Line 
Maze of Tribulations All Facilities 3 Lines 


UPGRADING FEES 


pea) st) Mg eh a | 


Cooking 800 Fol Engineering 6000 Fol 
Crafting 8000 Fol Line | 1000 Fol 
Smithery 3000 Fol Line 3 3000 Fol 


In addition, there are virtual Workshops in Arkives, Moonbase, and on the Aquaelie. These workshops, 
which are accessed through the VR terminals/Game Rooms in those locations, are based on the 
Workshop in Peterny. For that reason, it’s a good idea to upgrade the Peterny workshop to handle the 
types of IC you are likely to be using while on the road. 


Town Workshops Vs. Dungeon Workshops 

The differences between town and dungeon workshops are very minimal. The main difference is that 
you can’t transfer any hired inventors from the town workshops to help out. The other problem with 
doing IC in dungeon workshops is the lack of Save Points. They may be fine if you need to make a 
few Resurrection Elixirs, but not if you're attempting to create high-ticket items or refine materials. If 
you plan to do any risky or high-priced IC, make sure there's a Save Point nearby so that you can 
save and reload if things go wrong. 


HOW ITEM CREATION WORKS: 


@ IC MAIN MENU 
Select your first item of business. “Invent” takes you to the actual Development screen where all Item 
Creation takes place. “Expand Workshop Facilities” enables you to purchase new expansion modules 
and production lines to increase the type of work you can perform here. “Transfer Inventors” lets you 
transfer inventors from one workshop to another. You can house six inventors at each workshop. 


READING THE MENUS AND SCREENS 


To begin Item Creation, approach the paper-covered workbench and confirm that you want to start creating items. This brings up the main Inventing 
Menu. This is where you can upgrade the workshop, transfer inventors from one shop to another, or simply start inventing. 


@ WORKSHOP LOCATION AND TYPES 
OF FACILITIES 


This lists the location of the workshop and the types of Item Creation you can perform here. Activated 


facilities are shown in white. You must have at least one production line and one IC facility to perform 
Item Creation at a workshop. 


© CURRENT PRODUCTION LINE SETTINGS 


This indicates the number of active production lines, as well as the inventors and type of IC performed 


during your last visit. The inventors shown on the production line are not listed again in the inventors 
pool at the bottom of the screen 


© INVENTORS POOL 


This illustrates the pool of inventors from which you can draw while performing Item Creation in this 


workshop. If you know that you'll need a specific inventor for your intended projects, check here to 
make sure that he or she is in-house. If not, use the “Transfer Inventors” function before you start 
inventing. 


T 
It’s here that the heart of Item Creation 
takes place. This is where you can set up 
production line(s) and determine the kind 
of items you're going to make or improve. 


This is a larger version of what you saw on the IC Main Menu screen. All of the inventors currently in- 


INVENTOR POOL 


house are displayed here. This list includes your party members and the NPC inventors you've recruit- 
ed. You can choose any of these inventors to work on your production lines. To confirm talent levels, 
press the Triangle button and move the cursor to the inventor you want to check out. 


@ Funos 


This is the current amount of Fol in your inventory. If you run out of Fol in the middle of Item Creation, 
operations are suspended. Before you begin Item Creation, go into the Invention Info section on the 
Field Main Menu screen and turn all of your inventor's status to “Standby.” If you have any inventors 
set to "Original Creation,” the Fol they are using for their own work is deducted from your total funds 
in addition to your cost. 


© PRODUCTION LINE[S] AND TEAM(S] 


You can set up different Item Creation teams on each production line in the workshop. The number of 
lines determines the number of projects you have going at once. You can assign up to three inventors 
to a production line. When using NPC inventors, make sure they all have their expertise in the same 
\C category or you won't be able to continue the setup of your production line. 


When using a team of more than one inventor, the character who actually knows how to create the 
item carries out the creation while the other team members support him/her. When assigning inven- 
tors to a line, take three things into consideration: 1. One person on the line needs to have the abili- 
ty to create the item. (Refer to the tables on the following pages for more information.) 2. The com- 
bined talent levels of the team members must equal or exceed the talent requirement of the desired 
item. The more the team exceeds the required talent level, the greater the chance of success. 3. Make 
sure your teams’ Time and Cost stats do not hamper the creation of the item. Obviously, you'll want 
to use inventors who meet the first two criteria, but also minimize the time and cost factors of the 
item’s production. 


© IC TYPE 


Use this command to select the type of Item Creation you want to perform. There are eight different 
types of Item Creation, each of which is used to create different types of items. The types of IC your 
current production team can use are shown in white. The ones listed in red are those that your pro- 
duction team can’t use due to lack of talent. Lastly, the ones listed in gray are those categories for 
which the workshop lacks facilities. 


@ PLANS 


After choosing the type of Item Creation, select between two plans. Original Creation enables you to 
create items from scratch. Specify Plan enables you to refine and improve items you currently own. 


© cost 


This lists the production cost for the item you're about to create or refine (if you are using Specify 
Plan). When production is underway, the production line makes a number of attempts to create/refine 
the item. Each attempt costs the amount of Fol listed in this field. 


The Cost field is also helpful in determining which item you're about to create in Original Creation. 
Each item that you can create through IC has a base cost associated with it (see the tables later on in 
this chapter). If you're trying to make a specific item, take note of its base cost and compare it to the 
production cost shown in this chapter. 


When you're ready to start creating, move the cursor to the production line and press the Square but- 
ton to get the line running. 


This modified version of the 
Development Screen enables you to 
monitor the progress of your line. For the 
most part, the expressions on your inventors’ 
faces illustrate the story. If @ production run is 
successful, the team smiles or looks pleased. If 
they fail, they look sad or discouraged. Each 
run, successful or not, costs Fol, so it’s up to you 
to determine the number of runs. 


INVENTORS’ FACES 


The look on your inventors’ faces indicates how well production is going. If they complete a produc- 
tion run successfully, their faces light up with a smile or otherwise happy look. If the run fails to pro- 
duce, the inventors look unhappy. There is also a risk that an inventor will fall asleep during produc- 
tion. If that occurs, that particular character does not perform any work (or provide any influence) 
during the run. 


@ QuALITY GAUGE 


You start a production session with a full quality gauge. Each time a run ends, the gauge decreases a 
bit. When it runs out, the production session comes to an end. The amount the gauge decreases dif- 
fers depending upon the inventors on the line. In essence, the fuller the line, the better the chances 
are that your team will create the item. 


© TIME GAUGE 


The time gauge that creeps across the screen illustrates the progression of a production run. When it 
reaches the right side of the screen, the run comes to an end and a new one automatically begins. The 
amount of time it takes to create an item is determined by the Time stat of the inventors, 


DETERMINING WHEN TO STOP A LINE 


The success or failure of a production run is determined when the time gauge fills up. The production 
session continues until the quality gauge runs out. Regardless of whether you're trying to create a sin- 
gle item or twenty, keep on top of your number of successful runs. For example, if you're trying to 
create Resurrection Elixirs when you already have 12 in your inventory, stop the production line once 
the team creates the eight elixirs needed to fill the slot in your inventory. If you let the production 
session continue, each run will end in failure and you'll pay for it. 


How you end a production line is also very important. If your funds run out or you choose to end the 
run by pressing the X button and asking for item submission, all of the items you've created up to 
that point are automatically added to your inventory. However, if you choose to abort the line (press 
the Circle button) or the quality gauge runs out, you lose all of the items that were created. In Specify 
Plan mode or during Synthesis, the line is stopped automatically when the refinement is successfully 
completed. 


Knowing when to stop a line also comes in handy when using Synthesis. Synthesis enables you to move 
the factors from one item to the weapon of your choice, imbuing it with new abilities and strengths. 
You can control which factors are added to the weapon simply by when you stop the production run. 
For example, if you are synthesizing an item with two factors onto a weapon and you only want the 
first factor to be transferred, simply request item submission (press the X button) after the end of the 
first production run. If you want both factors to transfer over to the weapon, let the line run through 
both of the production runs required. 
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COMMUNICATING WITH THE GUILD 

The Compact Communicator is a useful tool for 
viewing information about new inventors and 
new inventions, patenting new creations, and 
for managing your signed inventors on the fly. 


To access it, select the Invention Info option on 
the Field Main Menu. 


REGISTERING PATENTS 


When you obtain a new item or create one 
through Item Creation, check with the Guild to 
see if you can file a patent for it. Patented 
inventions are first evaluated by the Guild, 
then added to their Invention List. From there, 
the items are dispersed to shops around Elicoor 
Il, where you can buy them if you are in a 
pinch. Shop items patented by a player char- 
acter or a signed inventor can be purchased at 
one-fifth of their retail price. 


INVENTION INFO 


After getting a patent for an item, check it out 
in the Invention List under the Check Info 
option on the Main Menu. This is where you 
find the name of the item’s inventor, its price, 
the number produced, rarity, and rating. 


If the patented item is one that you found in a 
dungeon or other location, then Fayt is listed 
by default as the inventor. If you patent an item that you made through IC, the character who first 
made the item (via knowledge of the recipe, etc.) is credited as the inventor. The price of the item is 
the basic cost used to determine how much the item can be bought or sold for. The rating is deter- 
mined by the guild and influences the number of ranking points assigned to the inventor. 


RELEASING OF NEW PRODUCTS 


Patented items are released to stores for sale about five minutes after the patenting process occurs. 
Since time in the IC world is suspended while you're in a town, go outside in the field and fight some 
battles while you wait. 


ORIGINAI 


TON MODE 


Buying newly-patented items is kind of risky. On the plus side, the longer an item is in circulation, the 
cheaper it becomes and the more items are produced. However, the process is somewhat random and 
takes a long time. If there is an item that you're really desperate for, you'll probably find it easier to 
make it yourself. 


The cost of an IC-produced item is determined as follows: 


BUY PRICE = BASIC PRICE X [1 + RARITY/100) 


Items that your characters or signed NPC inventors created and patented are reduced in price by one- 
fifth. When looking for your items in a store, remember to look for ones on the sales list that are dis- 
played in blue. Items that appear white in color are either ones that can't be made through IC, or 
ones that were patented by other inventors. 


CREATOR RANKING 


Inventors earn ranking points by participating in item Creation. Reaching the top of the Inventor 
Rankings is tough, but it’s an interesting challenge. Points are awarded in the following fashion: 


NUMBER OF ITEMS CREATED X ITEM EVALUATION VALUE = INVENTORS 
RANKING POINTS 


Cy WHEN ONLY ONE CREATOR 1S ON THE LINE: All points are given to that individual. 


* WHEN TWO CREATORS ARE ON THE LINE: Two-thirds of the points go to the 
| creator who made the item, while one-third goes to the creator who pro- 


vided support. 


WHEN THREE CREATOAS ARE ON THE LINE: One-half of the points go to the 
& creotor who made the item, while one-fourth go to the two creators who 
provided support. 


REMUNERATION 


After registering as an inventor, you start to receive remuneration from the Craftsmen’s Guild every 
30 minutes that you spend in the field or in a dungeon. The amount of Fol you receive increases as 
your player characters and signed NPC inventors continue to gather ranking points. While you may 
not see much of a profit at the start of the game, it should start to accumulate later on after you sign 
more inventors, allowing you to monitor their output. To speed things up, put all of your inventors on 
Standby under the Change Order option, then stand outside by the entrance to a town or in a safe 
spot inside a dungeon. If you leave the game running for a while, you'll still earn Fol. 


CHANGE ORDER OPTION 


Whenever you sign new inventors, they continue to create new items as they did when they were 
unsigned. However, you can change their status from Original Creation to Standby using the Change 
Order option on the Main Menu. When set to Original Creation, NPC inventors continue to spend Fol 
(your Fol) on \tem Creation as you continue your adventures, This is especially noticeable when you 
visit a workshop to perform Item Creation of your own. When you set signed inventors to Standby, 
they cease their activities and do nothing. 


There are three basic modes in Item Creation: Original Creation, Specify Plan, and Synthesis. Each mode is unique and used for different reasons. 
Original Creation is the mode at the heart of Item Creation, as it enables you to create new items for your party from scratch, 


There are seven types of IC under Original Creation Mode: Alchemy, Compounding, Cooking, Crafting, Engineering, Smithery, and Writing. Each category 
produces different types of items in accordance with its name. So, Cooking is the IC of choice for trying to make food items; Compounding creates potions and 
elixirs that heal and inflict harm; Crafting is responsible for the creation of helpful accessories; Writing enables you to craft books capable of teaching characters 
new skills; Smithery is used to make new armor, bladed weapons, and even magical scepters; and Engineering is used to create bombs and guns. 


THE BASICS OF TEAM SELECTION 


When setting up a team for a production line, keep these things in mind. First, if you have a specific 


item in mind, make sure you have an inventor on the team who can create that item. Then add two 
other inventors to support him or her in the creation process. Ultimately, you want a team with a com- 
bined talent level that meets or exceeds the talent needed to create the item. If talent level isn’t an 
issue, pick inventors with stats that lower the cost of production or add to the speed of your line. 


COST AND THE CREATED ITEM 


When setting up a production line for Original Creation, the projected cost of the production run deter- 
mines the item that is produced. When the line is first set up and you choose the Original Creation 
plan, an item is randomly chosen from the list of possible items for that category and the cost to cre- 
ate it is displayed on-screen in lieu of its name. The cost given for the production run is calculated from 
one-tenth of the price of the invention, plus or minus the cost alteration associated with the inventors 
assigned to the line and a random 5% margin. As a result, if you enter Item Creation with a specific 
item in mind, you can reset the plan until a price pops up that is close to the base cost of the item. 


CREATION SUCCESS RATE 


The success rate in Item Creation is determined largely by the combined total of the inventors’ talent levels minus the evaluation value of the intended item. The more your team’s talent level surpasses the item’s 
evaluation value, the higher the level of success. 


Of course, there are other factors at work here too. On the plus side, possession of items like the Keen Kitchen Knife and the Multi-Flask, both of which increase IC success rates, increases your line’s chance of 
success by 20%. The quality gauge also plays a part, decreasing the chance of success as the gauge drains. Unfortunately, this guarantees that you'll never achieve a 100% success rate. 


The following tables list all of the items that can be made through Original Creation. Each table, divided by IC category, lists the item's base price and 
evaluation score. The tables also indicate which inventors can create each item. 


ALCHEMY 
The items that you can create through Alchemy are mostly minerals and gems used for Synthesis. One of these items is the rare ore Orichalcum, which you can use to add +500 points to a weapon's ATK stat. 
Dark Crystal, which boasts an INT +500 factor, is a good choice for those who favor magic. 
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Although you may not be able to use Cooking items to heal wounds in battle, they work just fine in the field. Using food to recover HP and MP in between battles saves the potions for battles! 


COMPOUNDING 
Compounding enables you to create helpful potions and elixirs that you can 
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but they also stun enemies for a short while. They are perfect for knocking some bosses out of their attacks! 
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The importance of Writing cannot be overemphasized! Through Item Creation, Writing enables you to create tomes that teach you new skills that will help you complete your quests and defeat dangerous 
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WALKTHROUGH 


Specify Plan is used when you want to refine and, hopefully, improve the factors attached to a specific item. There are four possible outcomes when using j= 
Specify Plan. Ideally, you want Specify Plan to increase the power of the factor on the item you are refining. Sometimes it is possible, sometimes it isn’t. If | poyys guyceons 
the factor associated with an item has a number in parentheses following it, then the factor is refineable through Specify Plan. However, it doesn’t guarantee 
the end results. 


PRIVATE ACTIONS 


When setting o Specify Plan line, choose your team based largely on the alterations to speed and cost Next, you must choose the item you want to refine. If the item is grayed out, then either the item can- | MINI-GAMES AND 
the inventors bring with them. Talent level has no bearing on success with Specfy Plan, so try to boost not be refined or you've chosen the wrong category. As noted before, the success rate of Specify lan | °U* CVESTS 
the speed of production runs and, more importantly, bring down the cost. is not tied to Talent level! Make sure that the team of inventors you've chosen reduces the cost of the 

endeavor as much as possible. 


After choosing a team, select the type of IC based on the item itself. This is easy if the item was made 
through IC in the first place, since you know what category it falls under. If you aren't sure about the Specify Plan also requires the use of a corresponding material item. If you're doing a Crafting type of | TEMS 
type, check the item’s data in the Item Data chapter or follow the rules of common sense. Most pieces Specify Plan, you must have at least one type of Crafting Material. One of the material items is con- | "NO EQUIPMENT 
of armor and bladed weapons fall under Smithery. Potions and recovery items belong to sumed each time Specify Plan is successful (regardless of how many factors are on the item) or the [ 
Compounding, accessories to Crafting, food to Cooking, ore and gems to Alchemy, and bombs and line is halted. If you run out of the required material, you cannot proceed with Specify Plan. You can | 8ESTIARY 

other mechanical items like guns to Engineering. purchase all of the IC materials (except for Synthesis Materials) from the Santa merchant on the third 


floor of the Maze of Tribulations. 
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SPECIFY PLAN RESULTS 


One of four things occurs when you choose Specify Plan based on the nature of the factor(s). 
Result |: The factor is duplicated 
Result 2: The factor becomes stronger 
Result 3: The factor changes 
Result 4: The factor disoppeors 


In most cases, you'll want to see results 1 and 2 when you refine an item. For example, when you 
refine a piece of armor with a “DEF +X" factor, you want to see that factor duplicate and fill all eight 
factor slots. 


EXAMPLE OF AN IMPROVED FACTOR: VALIANT MAIL 
Before Specify Plan: “Def +20 (1)’ 
= Result 1: 


“Def +20 (1)” is duplicated. 


Before and ofter using Specity Plan. 

You will also want to improve other factors through Specify Plan. Take, for example, the Boots of 
Prowess. This accessory has a factor of “ATK/DEF +5%.” Through Specify Plan, you can increase the 
strength of that factor to +10% and finally to +30%. 


EXAMPLE OF A DUPLICATED FACTOR: BOOTS OF PROWESS 


Before Specify Plan: “ATK/DEF +5% (1)" 

= Result 1: “AIK/DEF +10% (1)” 
Before Specify Plan, Round 2: “ATK/DEF +10% (1)" 

= Result 1: “ATK/DEF +30%" 


Sometimes a vague factor changes into some- 
thing entirely else through Specify Plan. An 
example of this is the Drill Helm. It possesses 
the factor “Attack at your own risk (2),” which 
may turn into “Strikes enemy with lightning 
when attacking” when you refine it through 
Specify Plan. 


After two rounds of Specify Plan, 
you get an accessory to be 


proud of! 


Of course, you can remove this factor through 
Specify Plan, which is the most common result. 
Removal via Specify Plan is usually limited to 
negative factors, like those found on the 
Ultimate Weapons your characters can earn in 
Sphere 211. 


Before ond ofter using Specify Plan. 
Multiple Effects 


The number in the parentheses at the end of a factor indicates the number of alternate patters avail- 
able when you refine it through Specify Plan. A “(2)" indicates that there are two possible paths, while 
a “(3)” indicates that there are three. The better the factor, the harder it is to achieve. 


EXAMPLE OF A FACTOR WITH TWO RESULTS: THE DRAGOON LASER 


Before Specify Plan: "Enemy ATK +30% (2)” 
=> Result 1: “Enemy ATK +30% & Fol x3 (1)" 
= Result 2: Factor disappears. 
EXAMPLE OF A FACTOR WITH 3 RESULTS: APPLE PIE 
Before Specify Plan: “50% HP recovery (3) 
= Result 1: 70% HP recovery 
= Result 2: 90% HP recovery 
= Result 3: 100% HP recovery 


TIPS AND TRICKS FOR SPECIFY PLAN 


Prior to finishing the game, the only IC materials that you can purchase in stores are the Cooking 
Materials and the Compounding Materials. You must find the rest of them in dungeons or acquire them 
by defeating monsters. This forces you to not waste your materials. Here are a few tips to get you 
through the main part of the game in style. 


To save on valuable Synthesis Materials [which ore always in short supply), 
refine ores, gems ond other items before synthesizing them to a weapon. 
This also preserves your Smithery Materials for other uses 


& Don't waste Cooking Ingredients by refining dishes with the “30% probabil- 

ity of breaking [2)" factor. The two results ore the rare 20% probability or 
the more common disoppearance of the factor altogether. A 30% chance isn't 
thot bad ond it does give these items a shot ot being more than o one-use 
only item. Instead, spend the Fol on making more food. 


& Compounding is another area in which Specify Plon is largely unnecessary. 
The only exception is the helpful Cinderella Tablets item. The factor on this 
item, “l0% off shop prices [1)," can be refined up to 30%. Try making these 
tablets before going on equipment-upgrading shopping sprees! 


Don't get too corried woy improving accessories. It is very tempting to spend 
all of your Crafting Materials refining potentially awesome items like the 
Boots of Prowess, the Biue and Red Talisman, or the Ring of Erudition. dut you 
must restrain yourself. Wait until you finish the main story, then go for it! 


on the armor you fill, the bigger the DEF bonus to the armor. Since it is 
tough to boost o character's DEF stat in this game [in comparison to the 


& Use your Smithery Materials to duplicate any DEF bonuses. The more slots 
| ATK stat), this is o must! 


When refining important and irreploceable things like the Ultimate Weapons, 
save your gome before you start refining. This way, if things go wrong, you 
con always reload and stort all over! 


SYNTHESIS MODE 


Lost, but certainly not least, is Synthesis. If the Original Creation mode is the heart of Item Creation, 
Synthesis is the brains. Basically, Synthesis enables you to combine most any item in the game that 
has a factor with a weapon. This allows you'fo customize your weapons any way you want, as long 
as you have the Fol and the Synthesis materials to do it! 


Setting up the production line for Synthesis is similar to setting up for Specify Plan mode. Synthesis 
is always successful, so choose your team of inventors based on what they can do to decrease the cost 
of the enterprise. Note that only player characters can Synthesize; NPC characters cannot! 


Once your team is set, choose “SYTH" as your type of IC. This automatically bypasses the choice of 
plan and allows you to select a base weapon (the item to Synthesize) and the item whose factors you 
want fo move onto the base weapon. The base item must be a weapon—you can't add new factors 
to armor or accessories! When the synthesis ends, the “item to be synthesized” is lost, but its factors 
live on as part of your weapon. Since there are eight factor slots on each weapon, Synthesis is a great 
way to utilize some of the factors on items that you might not be able to use otherwise. 


Synthesis is expensive, however. The more factors you fuse to a weapon, the higher the price climbs. 
In addition, each Synthesis session consumes a precious Synthesis Materials item. Since you cannot 
purchase this item in a store, you are limited to what you can find in dungeons or steal from mon- 
sters. The Santa's Boots are also a good way to replenish your stock. 


The Importance of Attachment Order 

The best way to create awesome weapons through Synthesis is to plan them out beforehand. This is 
especially important in the earlier parts of the game when materials and Fol are in short supply and 
stronger base weapons lurk somewhere in the near future. 


If you use factors that you want to transfer over to other weapons, put them at the top of the factor 
slots. The reason for this is simple: Synthesis always succeeds. If you are synthesizing an item with 
multiple factors, you can always tell which factor is being transferred by tracking the production runs. 
So, if you know that you only want to transfer the first two factors of a three factor item, you can stop 
the synthesis process at the end of the second production run and prevent the third factor from being 
moved over to the weapon. 


However, since Synthesis destroys the item being fused to the base weapon, you cannot transfer the 
first and third factor, skipping the second. So if you are careful and plot out the factors you want to 
use, you can easily synthesize the best factors from an old weapon to a new one. Good factors to keep 
in the top slots of weapons are ones that increase the weapons’ ATK and DEF ratings, since you know 
that they will always come in handy later on. Place experimental factors, like elemental attributes, 
near the end, so that you can leave them off the next time when you go to create a new weapon. 


ITEM DATA 


There are lots of items in Star Ocean: Till the End of Time! Some are available in shops, ready for purchase, while many others are hidden away in treasure chests inside dungeons and scattered around towns. 
The majority of items can be created through Item Creation. If you're looking for something in. particular, or just want to know what's out there, rely on this chapter. 


PLAYABLE CHARACTER INFORMATION 
READING THE ITEMS DATA 


Basic value of weapon. If you can create this item through the 

“Original Creation,” this figure indicates the base cost (just subtract 

the final “O") of the item. Furthermore, If you sell the weapon as is 

{1.e. without added factors through IC), this figure also indicates its 

sell price. Weapons with an “N/A” before them cannot be sold. 

Evaluation score of the item according to the Item Creation Guild. 

Items marked with an “N/A” cannot be created through IC. METAL PIPE 


The weapon's base stats. These figures are added to the user's bese tr a ta 


Attack [ATK], Defense (DEF), Intelligence [INT], Hit Ratio [HIT], and 
Agility (AGL). 

Explains how to obtain the item. Most items are purchased in 
stores, through item creation, or found inside treasure chests. 
When an item is found in multiple locations, the initial location, or 
most stable location [1.e. a store], is listed. 


The factors originally associated with the weapon. If they can be 
duplicated or erased through Item Creation, it is noted as such in 
the Comments section. 


W EF APO N S In Star Ocean: Till the End of Time, the playable characters use weapons specific to their style of fighting. Fayt relies heavily on swords, while the Klausian 
= *. brawlers Cliff and Mirage, who trained together under Mirage’s father, tend to use armored gauntlets. However, there are a few weapons, like the 
highly versatile Laser Weapon, that can be used by all of the characters. When arming your party, don’t be afraid to think outside the box (or weapon 
category) to find the most powerful, and even the most adaptable, weapon for the job. And don’t forget: You can improve all of the weapons through Item 
Creation and Synthesis. 


FAYT LEINGOD’S WEAPONS 


SIMPLE SWORD ) LONGSWORD 
CAC eee 50] WA] Be} oO} oO} oO 
t Shop, Kirlsa 


| BASTARD SWORD 


/ {SCC 


| 750 | WA} 100] 0 | 0 | 20} 0 | 
oo Te Item oe Smithery | OBTAINED | Shop, Peterny 


D) SEARING SWORD 
CORE 
tion, Smithery | OBTAINED | Item Creation, Smithery 
| FACTORS. | Emits balls of light when attacking | FACTORS | Emits balls of fire when attacking | FACTORS. | N/A 


GETTING STARTED 
CHARACTERS 
————=_————— 
WALKTHROUGH 


BONUS DUNGEONS 


MINI-GAMES AND 
SUB-QUESTS 


AND EQUIPMENT 


Accessories 
: =" 


Useable Items 


Other Items 


— 


Materials 


Valuables 


OBTAINED 
(hm Smithery; con improve using “Select Plan 


LEVANTINE 


CORTE Item, Super Blair 


5% probability of breaking, Enemy DEF x5, Enemy ATK 
+30%, -90% EXP acquisition, -) MP ot certain intervals 


during battle, ATK +1,000 


SILVANCE f 
coe Pv | vk | am | Oe | iM | wT | acl 
on] 0 [oto fol ml o 
| OBTAINED: | ltem Creation, Smithery 


| OBTAINED | Item Creation, Smithery 
COMMENTS BVA) 
FACTORS =A) 


CERAMIC SWORD 


Eo) have 


Treasure Chest, Maze of Tribulations, 7F 
Smithery; can duplicate factor using “Select Plan. 
ATK +500 (1) 


PULVERIZERS 


| VAL eva | ATK | bee | nt | iT | at 
[i740] 20 | 70] of oo} ol 


tem Creation, Smithery 
N/A 


Emits long-range shock waves when attacking 


DAMASK GAUNTLETS 


Fm | am fam [er | | ot | a || 
114500) 50 | 190 | 


Item Creation, Smithery 
W/A 
N/A 


ATOMIC GAUNTLETS 


| Vat_| iva | ak | bee | WT | IT | AGL 
| 2200 | 0 | ao oo) | 


Item Creation, Smithery 
N/A 


MYTHRIL GAUNTLETS 
) 00 
Co 


GAUNTLET 
> | Vat | eva | ak | oe | wh | wT | Act 
| 55 | WA} 5] Of oo} oO} OL 
Y OmTAINED | Shop, Kirlsa 
“omens 
©) FINE GAUNTLET 


>| CEC) 


| 700 | WA | oO} Of 0} wm] oO 
| OBTAINED! | Shop, Peterny 


) DAMASK GAUNTLET 
>) 
44000] WA} 200} 0 | 0 | 0) 0 | 
| OBTAINED | Shop, Airyglyph 


CERAMIC GAUNTLET 
| VaL_| eva | am | ber | wt | HT | Act | 


Shop, Moonbase 
N/A 


Treasure Chest, Maze of Tribulations, B3F 
| COMMENTS) | Smithery; con improve through “Specify Plan 


ATK +200 (1) 


35000] WA} 500] 0 | of sf] ol 


STEEL GAUNTLET 
| vat_| eva | am | oe | int | WT | ach 


Shop, Arias 
N/A 


») FLASH GAUNTLETS 


item Creation, Smithery 
N/A 
Strikes enemy with lightning when attacking 


Item Creation, Smithery 
N/A 


}) VALOROUS GAUNTLETS 


[Val] eva | ATK | oer | In | HIT | AGL | 
s0sni0] WA | 2600] 0 | 0 | [0 | 


Dropped Item, Enraged Crosell 
Smithery; Con improve item through “Specify Plan, 
50% EXP acquisition 


Gives an uneasy feeling, Max HP -30 
(2), 5% probability of breaking, 1/2 Defense (2), ATK 
+1,000 (1) 


CREST GAUNTLET 


| Val_| eva | am | oer | wn | OT | AGL | 
[37500] WA | 00] 0 | 0 | 45 | 0 


Shop, Aquios 
N/A 


N/A 


& MARIA TAAYDOR'’S WEAPONS 


MICROBLASTER 


OBTAINED 


OBTAINED 


REPLICA GUN 


Le. 
eS Eee | 


Item Creation, Smithery 
W/A 
N/A 


POWER BLASTER 
| VAL] fv | AK | et | WT | HiT] AG 


Item Creation, Engineering 


PHOTONIC BLASTER 


| VAL iva | ATK | ee | wT | WL 
59500] 70] io | 0 | oO | | oT 


Htem Creation, Engineering 
N/A 
Emits balls of fire when attacking 


Treasure Chest, Maze of Tribulations, B1F 
Engineering: can improve item through “Specify Plan 
ATK +200 (1) 


SOPHIA ESTEED'S WEAPONS 


“CRUDE ROD 


| VAL | vA) anh | ee | nt | Tot 
700 CR 


tem Creation, Smithery 
N/A 
N/A 


CORDON SCEPTER 


| VAL | eva | ak | ee | wns | HT | aot 
DIE Ese 


Hem Creation, Smithery 
WA 
WA 


GLASS EYE SCEPTER 


| Val | eva | ATK | OF | in | HT | Aol 
CORRE 


tem Creation, Smithery 
N/A 


Shoots balls of light when defending 


ADEPT’S STAFF 


| VAL] vA | aK | et | int | WT | Gk 
29500] WA | soo | 0 | 150 [ 60 | 0 


Shop, Aquios 
N/A 


SACRED ETHER 


Dropped Item, Freya 


Smithery; can improve item through “Specify Plan.” 
ATK +1,000 (1) 


OBTAINED 


OBTAINED 


FACTORS 


OBTAINED 
COMMENTS 
FACTORS 


OBTAINED 
COMMENTS 


OBTAINED 


FACTORS 


OBTAINED 


FACTORS 


OBTAINED 
COMMENTS 
FACTORS 


Shop, Peterny 
N/A 
Adds fire-based damage 


PULSE GUN 


| vaL_| eva | ark | bee | T|T_ 
| 3400 | wa | 90] oo To | a | 


Dropped Item, Blue Dragon Zombie 
W/A 
2 Fury use 


PARTICLE LASER 


[vat _| eva | ATK | bee | WT | HT | Gk | 
[74400] 100 | 700] 0 [0 | % | o | 


Item Creation, Engineering 


DRAGOON LASER 


Dropped Item, Arch Demon 
Engineering; can improve item through “Specify Plan.” 


Enemy DEF x5 (1), Enemy DEF x5 (1), Enemy ATK +30% (2) 
Enemy ATK +30% (2), -50% EXP acquisition (2), ATK +1,000 (1) 


FRAGILE METAL PIPE 


| Vat_| eva | ATK | oer | WT | IT | AGL 
Ls [wat of oo} ol oT 


Sophia’s default weapon (on Hyda IV) 
N/A 
N/A 


CATTAIL STAFF 


| Vat_| eva | ATK | oer | WT | iT | AGL | 
[53400] 30] 70 | of | fo 


ltem Creation, Smithery 
N/A 
Shoots balls of light when defending 


MAGICIAN’S ROD 


| vat_| eva | aM | oe | nt] HiT | AGL | 
21000] 0] 350 | 0 fo] wo 


Shop, Moonbase 
N/A 
N/A 


ROD OF THE EVIL EYE 


Item = Smithery 
N/A 
N/A 


HAWK WIND 


ICT Iiim item Creation, Engineering 
W/A 


Emits long-range shock waves when attacking 


PULSE NEEDLE 


| Val_| ev | aK | Der | WT | MT | Gk | 
12000] 50 | i] of oj aio 


TG lem Creation, Engineering 


PARALYZER 


| Vat] vA | aK | Ot | Wn | HT | AG 
60000 | 90 | so Po Poe 


Item Creation, Engineering 


Shop, Aquios 
N/A 


XG N/A 


CRESCENT ROD 


| OBTAINED | Sophia's default weapon 
COMMENTS IZA) 
FACTORS =A) 


CUPID'S STAFF 


| 
ES) En 


Item Creation, Smithery 
N/A 
Shoots balls of light when defending 


BUNNY’S SCEPTER 


ee 
127600] 90 | 360 | 0 | 00 | 5 


tem Creation, Smithery 


OBTAINED 
COMMENTS 
FACTORS 


OBTAINED 
COMMENTS 
FACTORS 


Smithery; can improve item through “Specify Plan.” 
+20% Movement Rate (1) 


PUMPKIN WRAITH ROD 


Pw (am | an | oe Dom) Tt | 
rao] wa [oo] 0 | ss || 


iM Treasure Chest, Maze of Tribulations, BIF 
COMMENTS 


Smithery; can improve item through “Specify Plan.” 
ATK +200 (1) 


GETTING STARTED 
a 
CHARACTERS 
—————==_—— 
WALKTHROUGH 
== 
BONUS DUNGEONS 
SE ——— 
PRIVATE ACTIONS 


ss ee 
MINI-GAMES AND 
SUB-QUESTS 
——=—————— 


ITEM CREATION 


ITEMS 
AND EQUIPMENT 


BESTIARY 


Armor 

—— = 
Accessories 

_—— 


Useable Items 


Other Items 


——— 
Materials 
_— 


Valuables 


OBTAINED 
COMMENTS 


OBTAINED 


NEL ZELPHEAR'’S WEAPONS 


FLARE BASELARDS 


| VAL_| VA | ATK | oeF | Int | iT | Gt | 
30550] 50 | io Po fo | oo 


tem Creation, Smithery 
N/A 
Emits balls of fire when attacking 


BLADES OF RYUSEN 


[val] iv | ak | oer | wh | iT | ack 
130400] Wa | 220] 0 | 0 | sol 0 | 


Event, Kirlsa 


Smithery; con improve item through “Specify Plan” and 
improves recovery strength at end of battles 


Shoots powerful balls of ice when attacking, ATK +20 (1) 


ICE FALCHION 


Dropped lem, Vengeful Shelby 
Smithery; can improve item through “Specify Plan 


Gives o cursed feeling, Gives on uneasy feeling, Fury use 
changes... but how!?, 20% probability of breaking (1) 
20% probability of breaking (1), ATK +1,000 (1) 


ROGER S. HURLEY'S WEAPONS 


RUSTY AXE 


tem Creation, Smithery 


DRILL HELM 


Item Creation, Smithery 


Smithery; con improve item through “Specify Plan 


Attack at your own risk (2) 
Strikes enemy with lightning when attacking 


BROAD AXE 


[val | iv | ame | ee | WE | iT | AGL 
LOD 


Shop, Airyglyph 
W/A 


N/A 


OBTAINED 


OBTAINED 


Shop, Kirlsa 
W/A 


ARC WIND RIPPERS 


| Vat_| eva | am | oe | Wt | iT | AGL | 
33000) 90 | io} of oO} wot 


ltem Creation, Smithery 
N/A 


Emits long-range shock waves when attacking 


tem Creation, Smithery 
N/A 


ICE BLADES 


Item Creation, Smithery 
N/A 
Adds water-based damage 


BATTLE AXE 


Shop, Aquios 
W/A 
W/A 


BARBARIAN’S HELM 


| Val_| ev | atk | pee | wt | nT | AG 
| 71300] 70 | 300 | of o | of 0 | 


Item Creation, Smithery 


Smithery; con improve item through “Specify Plan 


Attack at your own risk (2) 
Strikes enemy with lightning when attacking 


VISORED HELM 


Item Creation, Smithery 


Smithery; can improve item through “Specify Plan 
ATK +5 (1) 


RAUNZEL DAGGERS 


ff | Val_| eva | aM | oe | WT | iT | Gl | 
1230 | 20] 0 | oo | ot 
tem Creation, Smithery 


SILVER DAGGER 


Oe 
CA 


Shop, Peterny 
N/A 


ELEMENTAL TICKLERS 


\F 


| OBTAINED | Treasure Chest, Maze of Tribulations, B2F 
| COMMENTS: | Smithery; can improve item through “Specify Plan.” 
coe 1K +2001) 


RANGER’S HELM 


| vat_| eva | atk | oe | it | HiT | AGL | 
1250 | 20 | 100] 0 | of} 5 | 
ma lem Creation, Smithery 
SHARK HELM 


; ) Ca 
srs so | aot of oT | OT 


Item Creation, Smithery 
N/A 


OBTAINED 


N/A 


POLEAXE 


Pw [ava | a | oe | wT wT | Gt] 
rool wat wo oo] 7] O 


Shop, Gemity 
N/A 


N/A 


SAINT'S HALBERD 


| val | eva | arm | oe | ints | HiT | AGL 
35500/ WA | 880] 0 | 0 | | 0 | 
Et Shop, Aquios 

N/A 


WA 


HYBRID HELM 


| VAL | vk | aD | Oe | | Tot 
105095] WA | 2500] 0 | o | oo 


ALI Dropped Item, Green Mojora 
CG) Tham Smithery; con improve item through “Specify Plan.” 


Mox HP -30% (1), -1 MP at certain intervals during battle, 
Enemy ATK +30% (2), 30% probability of breaking (2), 
1/2 Attock (2), ATK +1,000 (1) 


TRON CLAW 


LAL] eva | mk | ee | wn || aot 
DIDIER 


Albel’s defoult weapon 


OBTAINED 


N/A 


SOUL STEALER CLAW 


| Val | iva | ark | bet | inn | HiT | Gt | 
70050] 50] so; oo] wo 


Le lem Creation, Smithery 
COMMENTS IU) 
Strikes enemy with lightning when attacking 


») TITANIUM CLAW 


) DARK FAERIE CLAW 


| VAL] ev] am | ee | IT | AT | AGL 
150000] WA | 600] 0 | oto 


Treasure Chest, Maze of Tribulations, B2F 
N/A 


W/A 


CAPE OF ASSAULT 
 EIRICICICICRES 
LILA 
Peppita’s default weapon 
“oman 
CAPE OF THE BANSHEE 


| WAL | VA | ak | oer | nt | HT | AGL 

21800) 50) 150} oo so 
UNL tem Creation, Smithery 

N/A 


Emits long-range shock waves when attacking 


SPIKE SHOES 


| VAL] av | TK | bee |W || aot 
35500] WA | 500; Oo] oo | ojo 


CL immm Ireasure Chest, Moonbase 
COMMENTS BEUZ) 


7X4) Sm Shoots powerful balls of light when attacking, adds water 
based damage 


OBTAINED 


COMMENTS 


OBTAINED 


PALADIN’S HELM HELM OF THE DARK EYE 


(AF, Treasure Chest, Maze of Tribulations, BF 
“omens I 
Ttai symm Chaos (attack effect) 


FALSE GODS’ CLAW 


> Lacs 
y (CCRC 


Item Creation, Smithery 
N/A 
Emits balls of light when attacking 


DEATH'S TALONS 


| OBTAINED | Item Creation, Smithery 


N/A 


WA 


Smithery; con improve item through “Specify Plan.” 
Raises normal attack decision by | (1) 


Dropped Item, Frenzied Biwig 
Smithery; con improve item through “Specify Plan 


20% probability of breaking (1), 20% probability of breaking (1) 
20% probability of breaking (1), 20% probobility of breaking (1), 
20% probability of breaking (1), ATK +1,000 (1) 


CAPE OF ACRIMONY 


| val] eva | ak | og | wt | iT | AGL | 
13600] 30 [oo] ojo} wo 


Item Creation, Smithery tm lem Creation, Smithery 
Smithery; can improve item through “Specify Plan." Sih Smithery; can improve item through “Specify Plan.” 


Raises normal attack decision by 1 (1) Raises normal attack decision by 1 (1) 


CAPE OF THE KRAKEN GOLDEN CAPE 


| VAL} vA | ATK | oer | Wt | iT | AGL SB | Val] VA) A | et | iw | HT | AGL 
133200] 70 | 200 | 0 | oo | | 0 54500] 90 | 400] o fol eo 


Item Creation, Smithery VME lem Creation, Smithery 
N/A N/A 


Raises normal attack decision by 2 Raises normal attack decision by 2 


CLOWN SHOES 


| Val_| eva | ATK | oe | WT | OT | AGL 
32200] WA} 550] 0 [| 0] 5] 0 


Shop, Moonbase 
N/A 
N/A 


LUNATIC SHOES 


| Val | eva | ATK | Oe | OWT | HT | AGL 
136000] WA | 70] 0 | o |) 0 


Shop, Aquios 
N/A 


OBTAINED 


N/A 
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AND EQUIPMENT 


BESTIARY 
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Accessories 
ee 


Useable Items 


Other Items 
————————) 
Materials 


Valuables 


DAMASK GAUNTLET 


| OBTAINED | Item Creation, Smithery 


7\a() ham Raises normal attack decision by 1 (1) 


i 


on 
THE IMMORTAL 


| OBTAINED | Item Creation, Smithery 
[FACTORS | Shoots balls of lightning when attacking 


| OBTAINED | Item Creation, Smithery 


For Cliff, Albel, and Mirage 
N/A 
BENT SWORD 


Item Creation ‘=e ery 


| COMMENTS. | For Fayt, Albel, and Adray 


SHICHISHITO 


aA | Vat_| iva | am | ee | IT | iT | AGL 
| 550 | WA) 100] 0] Of oo 


Adray’s default weapon 
For Albel and Adray 
N/A 


NODACHI 


[WAL | eva | ame | ee | nT | iT | AGL 
24000] WAT 240] 0] 0 | | o | 


Shop, Airyglyph 
For Albel and Adray 


LASER WEAPON 


[_ OBTAINED 
COMMENTS 


Shop, Gemity 
For all characters 
N/A 


EFREET CAPE 


295000) WA | 1600] 0 [0 | | o | 


WH \cImMm Treasure Chest, Maze of Tribulations, B4F 


i7\@( 3mm Emits balls of fire when attacking, raises normal attack 


decision by 2 


HEAVEN’S BLADE 


UL diMem Treasure Chest, Urssa Cave Temple 


71a() 49m Adds fire defense (no damage) 


Item Creation, Smithery 
For Adray and Albel 


Event, Fighting Arena 
For all characters 


Instantly kills scumbags 


| OBTAINED | ltem Creation, Smithery 
| COMMENTS: | For Albel and Adray 


STEELED EARTH 


| Val_| va | Tk | oer | nt | iT | AL 
LODE ee 


Treasure Chest, Mountains of Barr 


Shop, Aquios 
For Albel and Adray 
N/A 


ANGELIC CAPE 
we | Vat_| eva | am | oe | wn | nT | aot | 
470000) WA} 3200] 0 | 0 | 8} 07 
| OBTAINED | Dropped Item, Furious Berial 


FACTORS 


Emits balls of light when attacking, shoots powerful balls of 
light when defending, raises normal attack decision by 2 


y ADAAY LASBARD’S WEAPONS 


HEAVENLY SPIRIT 


Dropped Item, Shadow Dragon 
Smithery; can improve item through “Specify Plan 


Gives a cursed feeling (1), gives on uneasy feeling (1), gives 
a cursed feeling (1), -1 MP ot certain intervals during battle 
gives o cursed feeling (1), ATK +1,000 (1) 


ltem Creation, Smithery 


For Fayt, Albel, and Adray 


THE SAMURAI 


Item rene Smithery 
For Adray and Albel 
N/A 


HAKUEN 


| VaL_| vA | ark | oer [Wt || GL 
COR 


Item Creation, Smithery 


For Albel and Adray 


| OBTAINED | Item Creation, Smithery 
| COMMENTS: | For Albel and Adray 


ARMOR 


The armor in Star Ocean: Till the End of Time is divided into five categories. Unique Armor is sort of a catch-all for armor that can be equipped by all 
characters. It also relates to armor that has special requirements, like the Valkyrie Garb, which is for women only. The rest of the armor is divided into 


groups based on which characters can wear it. The largest group of armor is the substantial heavy armor that Fayt, Cliff, and Roger can equip. Maria, Nel, 


Albel, and Mirage require lighter armor that provides good defense while still providing maximum agility. Sophia, Adray, and Peppita are limited to doaks and 


robes. Finally, the last group of armor contains the frivolous and fun outfits geared toward Peppita and Sophia. 


When choosing armor, don’t forget to look at what is available through Item Creation. Most armor made through IC has an easily duplicated “DEF +X" factor that may help 


boost its DEF stat way past the “factorless” armor that is available for purchase in shops. 


TATTERED ARMOR 


tem Creation, Smithery 
| COMMENTS: | Equipped by all characters 


| OBTAINED | Shop, Whipple 
| COMMENTS: | Equipped by Fayt, Cliff, Maria, Nel, Albel, and Mirage. 


| OBTAINED! | Dropped Item, Lenneth 
| COMMENTS. | Equipped only by Maria, Nel, Peppito, and Mirage 


| +5 Battle Bonus Gouge increase, +30% EXP acquisition, 


+30% Max HP increase, +30% Max MP increase 


MASTERWORK PLATE 


VAL | VA | am | ot | int | WT | AG 


Shop, Airyglyph 


ltem Creation, Smithery 
Smithery; refine through “Specify Plan. 
DEF +10 (1) 


Shop, Aquios 


Item Creation, Smithery 
Equipped by all characters. 


Shop, Moonbase 
Equipped by all characters 
N/A 


Item Creation, Smithery 
Smithery; refine through “Specify Plan 
DEF +5 (1) 


ltem Creation, Smithery 
Smithery; refine through “Specify Plan. 


DEF +5 (1) 


SILVER CUIRASS 


| Val eva | aK | per | WT | HT | Ack | 
CORE 


tem Creation, Smithery 


OBTAINED 
Smithery; refine through “Specify Plan 
DEF +10 (1) 


Cm Treasure Chest, Maze of Tribulations, BIF 


| COMMENTS: | Smithery; refine through “Specify Plan.” 


Xam DEF +20 (1), Adds water defense (No damage), Adds fire 


defense (No damage) 


OBTAINED 


OBTAINED 


tem Creation, Smithery 
Equipped by all characters 
N/A 


ABLATIVE SHIELD 


| Val | eva | ATK | oer | nt | iT | A 
146000] WA] oO | oo fo | 6s | 


Shop, Gemity 
Equipped by all characters, except Sophia. 
WA 


SCALE ARMOR 


Item Creation, Smithery 
Smithery; refine through “Specify Plan 
DEF +5 (1) 


DAMASK PLATE 


| Vat | eva | aK | Oe | in | HT | ok 
165000] WA] 0 | io] oo wo 


Treasure Chest, Ruins of Barr 
N/A 


Shoots powerful balls of light when defending 


tem Creation, Smithery 
Smithery; refine through “Specify Plan 


DEF +20 (1), Immunity to petrification, Immunity to freezing, 
30% negate special attacks by magic users 


VALIANT MAIL 


| OBTAINED | Treasure Chest, Sphere 211, 106F 
| COMMENTS: | Smithery; refine through “Specify Plan.” 
FACTORS «= UU) 


GETTING STARTED 


=—__ 


CHARACTERS 
I 
WALKTHROUGH 
————=_—— 


BONUS DUNGEONS 


PRIVATE ACTIONS 


——— 
MINI-GAMES AND 
SUB-QUESTS 
—— 


ITEM CREATION 


Weapons 


Other Items 
——_————— 
Materials 
—= eee 


Valuables 


or 


4 ’ F Re 4) LIGHT RAMOR—MARIA, NEL, ALBEL, AND MIRAGE ONLY 
‘ y ba ‘ 


LEATHER ARMOR 


tem Creation, Smithery 
Smithery; refine through “Specify Plan 
DEF +5 (1) 


CUIR BOUILLI 


| Vat_| A | ATK | bee | WT | HiT | Gk | 
| 3300] 0] oP oo 


ltem Creation, Smithery 


Smithery; refine through “Specify Plon 
DEF +5 (1) 


Item Creation, Smithery 
Smithery; refine through “Specify Plan 
DEF +5 (1) 


SUPERIOR CHAIN MAIL 


[Vat | eva | ak | oe | nt | WT | AGL | 
26800] WA] oO [ 0] oo] oO | eo 


Shop, Airyglyph 
N/A 
N/A 


BATTLE CHAIN MAIL 


Shop, Aquios 


N/A 


Item Creation, Smithery 
Smithery; refine through “Specify Plan 
DEF +5 (1) 


(time Shop, Moonbase 


N/A 


+] Battle Bonus Gauge increase 


CHAINMAIL 
ty | Val_| evAs | ATK | DEF 
| 2100 | 20 | oO} 7 | 
| OBTAINED | Item Creation, Smithery 
| COMMENTS: | Smithery; refine through “Specify Plan. 


DEF +5 (1) 


MYTHRIL MESH 


| vat | ev | amk | per | Wt | HT | Act | 
[6700 | 0 | of eT o 8 


ltem Creation, Smithery 
Smithery; refine through “Specify Plan. 
DEF +5 (1) 


ANOINTED CHAIN MAIL 


| vat_| eva | ark | oer | int | HT | AGL 
3500 | Wa] oo | | 0 | of 


Shop, Peterny 
W/A 


| OBTAINED: | Item Creation, Smithery 
| COMMENTS: | Smithery; refine through “Specify Plan 


a DEF +5 (1), Adds earth d (1/2 damage), Adds water 


defense ‘7 2 damage) e defense (1/2 damage) 
Adds wind defense (1/2 damage) 


ROBES—SOPHIA, PEPPITA, AND ADRAY ONLY _ 


STEEL CHAIN MAIL 


eee Te 


Shop, Arias 
N/A 


) SUPERIOR MESH 


| Vat_| eva | am | oer | inns | nT | AG 
26200] 0 | o fs foto | 


tem Creation, Smithery 


Smithery; refine through “Specify Plan 


Treasure Chest, Maze of Tribulations, B3F 
Smithery; refine through “Specify Plan 
DEF +10 (1) 


) DRAGON LEATHER 
| vat | evk | ak | oe | wn | WIT | AGL | 
4se00] WA] oO | 370] 0] 0 | wo 
Treasure Chest, Sphere 211, 111F 
| COMMENTS: | Smithery; refine through “Specify Plan 
Oe (tr +2001) 


SILK ROBE 


| vat_| eva | ame | oe | io || AGL 
1700} 2 | of 2} oo} of | 
| OBTAINED! | Item Creation, Smithery 


Smithery; refine through “Specify Plon 


CLOAK OF THE STARS 
| vat_| eva | an | ee | Int | 
| 6200 | 50 | 0 | 0] oO | 
| OBTAINED: | Item Creation, Smithery 
| COMMENTS: | Smithery; refine through “Specify Plan 


ELVEN CLOAK 


| OBTAINED | Item Creation, Smithery 


Smithery; refine through “Specify Plan 


| FACTORS | DEF +5 (1), Adds wind defense (Absorption) 


CRYSTAL ROBE 


Item Creation, Smithery 


Smithery; refine through “Specify Plan 
DEF +5 (1) 


| Vat] eva | ak | Oe | WT 
76200] 95 | 0 | 35 | 


Item Creation, Smithery 


Smithery; refine through “Specify Plan 


DEF +5 (1) 


Treasure Chest, Sphere 211, 118F 
Smithery; refine through “Specify Plan 
DEF +10 (1) 


ACCESSORIES 


ltem Creation, Smithery 
| COMMENTS | Smithery; refine through “Specify Plan 
iTtati ive DEF +5 (1) 


ligence, or resistance to specific types of elemental and status-affecting attacks. 


ADORABLE KITTY DOLL 


| vat | eva | mk | oes | wr | wT | AG 
COURSE Re 


Item Creation, Crafting 


x 


Increases recovery strength at end of battle 


Enemy loses -5% Fury at start of battle 


ANTI-FREEZING AMULET 


ltem Creation, Crafting 
W/A 


| FACTORS. | Immunity 10 freezing 


: ANTI-SILENCE AMULET 


| VAL | eva | ak | OF | nT 
3500 | 50] of oo 
| OBTAINED | tem Creation, Crafting 


| FACTORS. | Immunity to silence 


BADGE OF RESISTANCE 


ltem Creation, Crafting 
Crafting; con improve item using “Specify Plan. 
1/5 dmg. from spells (30% break) (1) 


| COMMENTS: | Crafting; con improve item using “Specify Plan 
| FACTORS. | Restore HP lost to spell dmg. (30% break) (1) 


| OBTAINED | Item Creation, Crafting 
| FACTORS. | Raging anger during battles (1/2 Defense) 


Item Creation, Crafting 
| COMMENTS: | Crafting; con improve item using “Specify Plan 
[FACTORS | No HP damage 10% of the time (1) 


AEGIS PENDANT 


13702] 9% | 0 | 0 | 
| OBTAINED | tem Creation, Crafting 
(OCIS Crafting; con improve item using “Specify Plon. 
Recover HP of 1/20 dmg. from fire att 
of 1/20 dmg. from water attacks (2) MP of 1/10 
dmg. from fire attacks (2), Recover 1/10 dmg. from 
water attacks (2), 10% probability of breaking (2) 


), Recover HP 


Item Creation, Crafting 
N/A 


100% instant incapacitation prevention 


tem Creation, Crafting 
N/A 


Immunity to petrification 


| OBTAINED | Htem Creation, Crafting 
| COMMENTS: | Crafting; can improve item using “Specify Plan 
PG 10% ATK increase (1), ATK +5 


tem Creation, Crafting 
Crofting; con improve item using “Specify Plan 
1/5 physical dmg. (30% break) (1) 


N/A 


30% negate special attacks by warriors 


| OBTAINED | ltem Creation, Crafting 
| COMMENTS: | Crafting; con improve item using “Specify Plan 
[| ACTORS | +5% ATK/DEF (1), Increases recovery power at the end of battle 


| OBTAINED: | Treasure Chest, Maze of Tribulations, B2F 
Smithery; refine through “Specify Plan 
BES er +101) 


Accessories are the final pieces of equipment that a character can equip. Each character has two slots and it’s a good idea to use them whenever possi- 
ble. Try using one slot for items that reduce the HP/MP costs of battle skills or spells and the other for accessories that boost your party's strength, intel- 


AMULET OF FREEDOM 
CIERRA 


Item Creation, Crafting 
N/A 


Immunity to paralysis 


ANTI-POISON AMULET 


Item Creation, Crafting 
N/A 
Immunity to poison 


| OBTAINED | Item Creation, Crafting 
| COMMENTS: | Crofting; con improve item using “Specify Plan. 


hand +30% damage for water-based spells (1), Adds water 


defense (1/2 damage) 


| OBTAINED | tem Creation, Crafting 
| COMMENTS: | Crafting; can improve item using “Specify Plan. 
| FACTORS. | +10% INT increase (1), 10% INT increase (1) 


OBTAINED 


Item Creation, Crafting 


Crafting; can improve item using “Specify Plan 


+] Battle Bonus Gauge increase (1) 


BLAZING PENDANT 


| Val | vA | aK | Oi | | 
| 3000 | 30 Po Po 


tem Creation, Crafting 
Crafting; con improve item using “Specify Plan. 
Recover HP of 1/20 dmg. from fire attacks (2) 


Item Creation, Crafting 
N/A 


10% increase in ATK/HIT 


GETTING STARTED 


CHARACTERS 


WALKTHROUGH 


BONUS DUNGEONS 
= 
PRIVATE ACTIONS 


—————— 
MINI-GAMES AND 
$UB-QUESTS 
I 


ITEM CREATION 


Weapons 
fet 


Armor 


|_ OBTAINED 
COMMENTS 


Useable Items 


—_—_——— 


Other Items 
——_—————F 


Materials 


ee 


OBTAINED 
~ COMMENTS 


Valuables 


OBTAINED 
COMMENTS 


Co 
COMMENTS 


BUNNY RACE TROPHY 


P| ave a | | | 
Ec) CO 


Event, Bunny Races 


Cannot synthesize. 


40% Bottle Skill HP use, -2 Fury use, +10 enemy Fury reduction 
when guord broken, 6% MP recovery ot intervals during battle, 1/2 
casting time, Raises normal attack decision by 2, Freezing (Attack 


effect), Shoots bolls of light when attacking 


Dropped Item, Azazer 
N/A 
1 Fury use 


item Creation, Crafting 
Crofting; con improve item using “Specify Plan 
+10% ATK increase (1) 


ELDRITCH BROOCH 


| vat_| fA | ATK | og | wn | HT | 
185000] 99 | of oj} oj oto 
Item Creation, Crafting 


N/A 
10% increase in INT/AGL 


tem Creation, Crafting 
Crafting; can improve item using “Specify Plan 


2/3 casting time (1) 


| 6000 | oT oo 


tem Creation, Crafting 


Crafting; con improve item using “Specify Plan 


20% Battle Skill HP use 


Item Creation, Crafting 

Crafting; con improve item using “Specify Plan 
+30% damage for fire-based spells (1), Adds fire defense 
(1/2 damage) 
GUTSY BUNNY 


| VAL] VA) ak | ee | wt | nT 
{i200 WAT oT op ofolo 


Event, Urssa Lava Cave 


Connot synthesize. 


Enjoy heated battles against even weaklings 


HEAVY RING 


Pia [oak | an | oF | AT | 
riot tf ofejfeliio, 


ltem Creation, Crafting 
N/A 
N/A 


OBTAINED 
COMMENTS 


OBTAINED 


fy 


BUNNY SHOES 


Treasure Chest, Ruins of Coffir 
Increases recovery strength at the end of battles. 
+30% Movement Rate 


CLONE GENERATOR 
| Yat_| evA| AM | Oe | 


Shop, Whipple 
Crafting; can improve item using “Specify Plon.” Connot synthesize 
Cures incap (100% break) 


Treasure Chest, Aquatic Garden, Surferio 
N/A 
Adds earth defense (1/2 damage) 


Item Creation, Crafting 
N/A 


| Fury use & +5% Movement Rote 


Item Creation, Crafting 
Crafting; con improve item using “Specify Plon 
20% Battle Skill MP use (1) 


FELINE GUARDIAN 


Lime ltem Creation, Crafting 


COMMENTS 


‘“, EADICICICIEaES 
seuiood| WA | 600 | 100 | o | 10] oO | 


§ 


OBTAINED 


Crafting; con improve item using “Specify Plon.” Increases 
recovery strength at the end of battles. 


20% dmg. reduction (20% break) (1) 


GRAB BAG 


Shop, Maze of Tribulations, B3F 


Only for Fayt. Connot synthesize. Increases recovery strength 
at the end of a battle 


You may get a present when staying at an inn 


HAMMER CHARM 


Item Creation, Crafting 
Crafting; can improve item using “Specify Plan 
1/2 stun time (excludes AAAs) 


HUMILIATING EARRING 


| vat_| eva | aK | oe | int | AT | AGL 
CIS EER RK PEA 


Item Creation, Crafting 
N/A 
N/A 


OBTAINED 


OBTAINED 


OBTAINED 


OBTAINED 
COMMENTS 


CHARM OF INSIGHT 


Dropped Item, Young Shrieker (ID No. 458) 
N/A 
+5 critical rote 


CRUDE RING 


DISGUSTING DOLL 


Item Creation, Crafting 


tem Creation, Crafting 
Crafting; con improve item using “Specify Plan.” | 


+30% damage for earth-based spells (1), Adds earth defense | 
(1/2 damage) | 


item Creation, Crafting 
Crofting; con improve item using “Specify Plan. 
30% Battle Skill MP use 


GREEN TALISMAN 


| val | eva | ATK | oe | WT | HT | aot | 
ce eS 


ltem Creation, Crafting 


Crafting; con improve item using “Specify Plan 
Survive on Fury when incap (20% success)(1) 


HEAVY BRACELET 
| Wat eva | am | oa | iw | nT | hot | 
EELS RRR ee) 


Use Santa’s Boots item 


Item Creation, Crafting 
N/A 
N/A 


LIFE SAVER 


Ca 
rem twat oto foe oy 


OBTAINED 
COMMENTS 


Shop, Gemity 
N/A 
30% Battle Skill HP use 


Item Creation, Crafting 
Crafting; can improve item using “Specify Plan." 
+10% MAX HP increase (1) 


|_ OBTAINED — 
COMMENTS 


Htem Creation, Crafting 
N/A 
Immunity to stunning (excludes AAAs) 


OVER-CARVED FIGURE 


| VAL] eva | atk | bee | wt | HiT | AGk_| 
7, 7 AM SY A 


Item Creation, Crafting 


VICI Use Grab Bog 
Connot synthesize; increases recovery strength at the end of battles. 


+10% Movement Rate (whole party), +30% escape speed, 
Raises normol attack decision by 2, +30% Fury increase rate 
while incapacitated 


REGENERATION SYMBOL 


Shop, Kirlso 
WA 


3% MP recovery at intervals during battle 


RING OF ERUDITION 


| VAL] eva | ATK | Oe | wt | HT | aot 
CORRE 


tom Creation Crafting 
Crafting; con improve item using “Specify Plan. 


+10% EXP acquisition (1) 


tem Creation, Crafting 
Crafting; con improve item using “Specify Plan, 


Choracter invincible but stunned (2) 


OBTAINED 
COMMENTS 
FACTORS 


OBTAINED 
COMMENTS 
FACTORS 


OBTAINED 
COMMENTS 


OBTAINED 
COMMENTS 


OBTAINED 
COMMENTS 


FACTORS 


LIGHTSTONE 


Event, Bequerel Mine 
Only for Fayt. Cannot synthesize or sell 
N/A 


MAGEBANE ANKH 


| Vat_| eva | ark | oe] wt | iT | AGL 
JERR 


tem Creation, Crafting 
N/A 
30% negate special attacks by magic users 


MEDECENTRA PYROXENE 


| Val_| eva | ak | ber | wt | | Act | 
jis400[ Wa] oT of oy ol o 


Event, Whipple 


BW/A 


20% Battle Skill HP use, -30% Battle Skill HP use 


PURPLE ORB 


| VaL_| vk | ane | oe] nt | HT | Ack 
{1500 ] 0] o Popo tol 


Hem Creation, Crafting 
N/A 
+20% escape speed 


RAPID INVOCATION 


| VaL_| fa | ATK | bee | Wn] AIT | AGL 
2400] Wa] oO | oo} of oO 


Shop, Gemity 
N/A 
2/3 casting time 


REPULSIVE LUMP 


Item Creation, Alchemy, Engineering 


tem Creation, Crafting 
Crafting; con improve item using “Specify Plan 
+5% Movement Rate (1) 


Item Creation, Crafting 


Crafting; con improve item using “Specify Plan 


3% MP recovery at intervals during battle 


LOOSE RING 


MAIDEN OF IRISA 


| Val] vk | am | oe | Ts || AGk 
| ooo Twa os | to fo | io 


Event, Peterny 


OBTAINED 
COMMENTS 


Increases recovery strength at end of battle 
+20% escape speed 


MIND SAVER 


| Vak_| eva | am | oer | nth | OT | Gk 
4200 [Wa] OT of ojolo 


Shop, Gemity 
N/A 
30% Battle Skill MP use 


OBTAINED 


PHILOSOPHER'S SYMBOL 


OBTAINED Cora Item <a ra 


RABBIT EARS CHALICE 


| Val | eva | am | oa | wn | HT | Aol 
{30570 WA] 2 poz t oir 


Event, Ancient Book #7 


OBTAINED 
Crafting; can improve item using “Specify Plan.” Cannot syn 
thesize; increases recovery strength at the end of a battle 


Enter a command and see what happens? 


RED TALISMAN 


| VAL] vA | unk | oe] WT | TAG 
| 2600] 0 | oo Po foo 


lem Creation, Crafting 


OBTAINED 
Crafting; con improve item using “Specify Plan 


I 
No MP damage 10% of the time (1) lagi 


a 


CHARACTERS 


FACTORS 


RING OF ANIMOSITY 


———————— 


WALKTHROUGH 


————— 


| COMMENTS) | Crafting; con improve item using “Specify Plan.” 
| FACTORS) | 1 Fury use (1) 


BONUS DUNGEONS 


PRIVATE ACTIONS 


ALI litem Creation, om ——_——— 
| COMMENTS: | Crafting: con improve item using “Specify Plan.” ‘ore 
Standby Healing x2 (100% recovery speed) UB-QUESTS 
—————— 


RING OF MIGHT 


| val | eva | ak | Og | IW | HT | Aol 
| 3050] 9 | is To pot ol 


Item Creation, Crafting 


ITEM CREATION 


0 


OBTAINED 
COMMENTS 


ITEMS 
AND EQUIPMENT 


Crafting; con improve item using “Specify Plan.” Cannot synthesize 
1/2 Defense (2), ATK x2 & Fury use x2 (2) 


BESTIARY 


Weapons 
a 


Armor 


Useable Items 


RING OF QUIETUDE 


| val} eva | ark | bee | nt | iT 
7000 | 50] oP oP oo 


ICM lem Creation, Crafting 
Crafting; can improve item using “Specify Plan.” 


5 Fury reduction when guard is broken 


SANTA’S BOOTS 


Shop, Maze of Tribulations, 3BF 
Only for Fayt; cannot synthesize 
You may get a present when staying at an inn 


SILVER RING 


| val} vA | ATK | oer | it | WT | Gk | 
7s] wa] oT ojo polo 


——S OBTAINED LTT 
Aa Cannot synthesize 
Food lat sym 5% DEF increase 
SS STAR TALISMAN 
Other Items | Vat} AVA | ATK | OF | wn | HT | AGL | 
3200] 70 | st 2 ipe2i 2) 2 
me tem Creation, Crafting 
Materials Crafting; can improve item using “Specify Plan.” Increases 
es recovery strength at end of battle 
Se +10% MAX MP increase (1) 
Valuables 


J 


SYMBOL OF COURAGE 


Shop, Kirlsa 
N/A 


+1 Battle Bonus Gauge increase 


Ite tem Creation, Crafting 


N/A 


WAR GOD'S SYMBOL 


) LCCC 
| 6000 | WA] go Popo ol 


Dropped Item, Albel (1) 
W/A 
N/A 


WIND CHARM 


| Val_| VA | ATK | oe | WT | iT | Gk 
7000 | Wao Tojo} ole! 


Treasure Chest, Ruins of Barr 
N/A 
Adds wind defense (1/2 damage) 


YELLOW TALISMAN 


OBTAINED 


OBTAINED 


Hem Creation, Crafting 


Crafting; can improve item using “Specify Plan. 
Reduces stun chance by 10% (Excludes AAAs) (1) 


RING OF SLAUGHTER 


oe) ELLA 
(49700 WA | 30] 0 | 0] wo] 0 


Event, Fighting Arena 


OBTAINED 
Connot synthesize. 
+5 Battle Bonus Gauge increase 


SCHOLAR’S BRACELET 


| VaL_| eva | TK | oer | wt] iT | AGL 
[750]; wa] oT of oj] ol oT 


Shop, Peterny 
N/A 


OBTAINED 


5% INT increase 


Treasure Chest, Ancient Ruins of Mosel, B2F 


Connot synthesize; increases recovery strength at end of battle 
Learn “Star Guard” AAA 


STRANGE FIGURE 


tem Creation _ 
N/A 


OBTAINED 


N/A 


TACKY EARRING 


ltem Creation, Crafting 


Shop, Maze of Tribulations, B3F 

Increases recovery strength at the end of battle 

Adds earth defense (1/2 damage), Adds water defense (1/2 
damage), Adds fire defense (1/2 damage), Adds wind 
defense (1/2 damage), +5 Battle Bonus Gauge increase 
40% Battle Skill HP use, 100% instant incapacitation pre 
vention, Raises normal attack decision by 2 


VICTORY TROPHY 


Ofte Event, Fighting Arena 

Connot synthesize 

40% Battle Skill HP use, -2 Fury use ury reduction 
when guard broken, 6% MP recovery at int uring battle, 

1/2 costing time, Raises normal attack decision by 2, Freezing 
(Attack effect), Shoots balls of light when attacking 


WARRIOR’S BRACELET 


{val | evk | an | ber | Wt | OT | Act | 
3250 | Wa] 20 | oT oj} oo 


Shop, Peterny 
N/A 


5% ATK increase 


WIND RING 


| Val_| eva | ak | oe] wt | OT | Gt 
| 9000 [40] oo foo oT 


ltem Creation, Crafting 


Crafting; can improve item using “Specify Plan 


+30% damage for wind-based spells (1), Adds wind defense 
(1/2 damage) 


RING OF VIGOR 


Pw [em [am | | we | 
rome ote [ote oy 


Dropped Item, Biwig 
N/A 
+10% 


MAX HP increase 
SILVER CROSS 


| Val} eva | a | Oe | in | HT | AGL | 
| 5500] Wa] of of of oto 


Hem Creation, Crafting 
W/A 


OBTAINED 


30% negate special attacks by undead 


STAR NECKLACE 


tem Creation, Crafting 
N/A 


1/2 casting time 


A/T Iie Item Creation, Alchemy, Engineering 


N/A 


THIEVES’ BOOTS 
| Val] VA | atk | ee | IW | HT | Act | 
167000) WA] oO | oO} oj; oo} 0 | 
| OBTAINED | tem Creation, Crafting 
| FACTORS. | +10% AGL increase & +2% Movement Rate 


TRI-EMBLUM 


| OBTAINED | Shop, Surferio 
“omer A 


VULGAR HAIR ORNAMENT 

| vat} eva | ark | oer | wt | nit | Act | 

SE OO 
tem Creation, Alchemy, Engineering 


WATER CHARM 


HF \@(' 3mm 30% negate special attacks by flying creature 


USEABLE TTEMS 


ABSTRUSE SCROLL 


a a TT 
ee a a 


Treasure Chest, Maze of Tribulations, B1F 


Cannot Synthesize; for Sophia only 


Learn “Blood Scylla” Symbol 


ANTIDOTE 


Nm ltem Creation, Compounding 
Compounding; can improve item using “Specify Plan 


Cures poison (one person) (2) 


Shop, Airyglyph 
Compounding; can improve item using “Specify Plan.” 
Cures paralysis (one person) (2) 


BERRY POTION 


IC \Lizm Item Creation, Compounding 
COMMENTS 


Compounding; can improve item using “Specify Plan.” 
30% HP recovery (2) 


BLACKBERRIES 
2 | 8 
Ps WAL ay fie 


Shop, Whipple 
N/A 
30% MP recovery 


BUBBLING POTION 


OBTAINED 


Item Creation, Compounding 


Compounding; can improve item using “Specify Plan 


Treasure Chest, Maze of Tribulations, BSF (and Urssa Cave Temple) 


Connot Synthesize; only for Mirage and Cliff 
Learn “Infinity Kick” Battle Skill 


lem Creation, Writing 


Cannot Synthesize 


Learn “Increase Stomina” Battle Skill 


DAMAGED TOME 
| Ml | A) CAREAOFUSE 
P5000 ed 


tem Creation, Writing 


OBTAINED 
Cannot Synthesize 
Learn “Lucky Stor” Battle Skill 


DEADLY POISON 
| aL | VA|CAREAOFUSE 
L100 ote 


Item Creation, Compounding 


OBTAINED 


Compounding; can improve item using “Specify Plan.’ 


Poisons enemies during battle (Large area) (1) 


OBTAINED 


OBTAINED 
COMMENTS 


OBTAINED 
COMMENTS 
FACTORS 


OBTAINED 


OBTAINED 


FACTORS 


OBTAINED 


OBTAINED 
COMMENTS 


OBTAINED 
COMMENTS 
FACTORS 


OBTAINED 


Usable Items are those that you can use on a single character or your entire party to recover HP/MP heal status anomalies, improve stats, teach new 
skills, and so on. Bombs are also included in this category. 


ANALEPTIC 


Shop, Moonbase 
Compounding; can improve item using “Specify Plan 
Cures incap & restores up to 30% of HP/MP (Pty) (2) 


AQUA POTION 


| WAL | VA AREA FUSE 
a EE 
tem Creation, Compounding 

Compounding; can improve item using “Specify Plan. 
30% MP recovery (2) 


BATTLE SPHERE 
Item Creation, Engineering 
Battle Sphere has ATK: 800 


Shoots a battle sphere 


BERSERKER DEVICE 


Item Creation, Compounding, Engineering 
Engineering; con improve item using “Specify Plan.” 
O HP coups de grace for 30 sec during battle (1) 


Shop, Whipple 
N/A 
30% HP recovery 


Item Creation, Compounding 
Compounding; can improve item using “Specify Plan.” 


Poisons an enemy (2) 


Saas TABLETS 


Item Creation, Compounding 


Compounding; can improve item using “Specify Plan. 


10% off shop prices (1) 


CRYSTAL CHALICE 


Treasure Chest, Sphere 211, 179 Level 
Cannot Synthesize 
Cures incap & restores 10% HP/MP (at intervals) 


i Le 


Item Creation, Writing 
Cannot Synthesize 
Learn “Loot Item" Battle Skill 


Item Creation, Writing 
Cannot Synthesize 


Learn “Combat Training” Tactical Skill 


ANKH OF DISMISSAL 
a a Co 
ee a 


tem Creation, Crafting 


OBTAINED 
Crafting; con improve item using “Specify Plan.” 


Disintegrates enemy (no EXP awarded) (1) 


AQUABERRIES 
| Val] AREA FUSE 
es ee ee 


Etim Shop, Airyglyph 
Compounding; can improve item using “Specify Plan.” 


Cures poison (one person) (2) 


BEGUILING DEVICE 
eke wee 
a 


tem Creation, Compounding, Engineering 


Engineering; can improve item using “Specify Plan.” 
10% off shop prices (1) 


Item Creation, Compounding 
Compounding; can improve item using “Specify Plan,” 


BRITTLE TOME 
| vl |v | AREAOFUSE 
| 1500 ed 


Item Creation, Writing 


Cannot Synthesize; only for Sophia and Adray. 
Learn “Quick Symbol” Battle Skill 


BULKY FOLIO 


FACTORS 


a 
ee a a 


Treasure Chest, Maze of Tribulations, 87F 


OBTAINED 
Cannot Synthesize; only for Fay! 
Learn “Divine Blade” Battle Skill 


COMPLICATED SCROLL 


GETTING STARTED 


a 
P1500 TWA eld | cuspactens 
Maze of Tribulations, B2F 
——— 
Cannot Synthesize; only for Roger. 
Learn “Bug Triad” Battle Skill WALKTHROUGH 
CUMBROUS FOLIO ed 


oe 
es A 


Treasure Chest, Sphere 211, 150F 
Cannot Synthesize; only for Cliff 
Learn “Max Shockwave” Battle Skill 


DEADLY MIND ie 


BONUS DUNGEONS 


OBTAINED ————=_——————— 


PRIVATE ACTIONS 


a —— 
MINI-GAMES AND 
SUB-QUESTS 
a 


AREA OF USE 


OBTAINED 


Item Creation, Engineering 
Connot Synthesize; bomb has INT: 600 


ITEM CREATION 


MP dmg.. to enemies in large area (allies too) 


CT 
OBTAINED BESTIARY 


COMMENTS 


Dropped Item, Norton 


Connot Synthesize; can be used by all characters except 
Sophia and Adray 


Yai) tg Learn “Common Support Symbols” Battle Skill 


Weapons 


Accessories 


Food 


SS——— 
Other Items 
—+ 


Materials 


—_ 


| FACTORS 


OBTAINED 


[_tcroRs 


OBTAINED 


Valuables 


outa 
COMMENTS 


OBTAINED 
COMMENTS 


OBTAINED 


OBTAINED 
COMMENTS 


OBTAINED 


COMMENTS — 


DETERIORATING TOME 

Item Creation, Writing 

Cannot Synthesize 

Learn “Cure Condition” Tactical Skill 


ELDRICH FIRE STONE 
a 
Dropped Item, Water Strider 


Cannot Synthesize; bomb has ATK: 500 


HP damage to enemies (large area) 


EM EXPLOSIVE 2 
Item Creation, Engineering 


Engineering; con improve item using “Specify Plan"; bomb 
has ATK: 600 


HP damage to enemies (lorge area) (1) 


EM STUN BOMB MP 


Item Creation, Engineering 


Engineering; con improve item using “Specify Plan”; bomb 
has INT; 1000 


MP damage to enemy (1), Stuns enemy 
ENDORPHIN BOOST 


tem Creation, Compounding 


Compounding; can improve item using “Specify Plan 
Heals 20 HP. -1 Emotion (1) 


ES HYBRID EXPLOSIVE 


Htem Creation, Engineering 
Bomb has ATK: 2500 and INT: 2500 
HP/MP damage to enemy (large area), Stuns enemy 


FIRE CRYSTAL 


Dropped Item, Dire Tarantula 
Cannot Synthesize; bomb has ATK: 800 


HP damage to enemy 


Shop, Whipple 
Compounding; can improve item using “Specify Plan 
Cures incap & restores up to 30% of HP/MP (1) 


Item Creation, Compounding 
Bomb has ATK: 700 


HP damage to enemies (huge area), Stuns enemy, Reduces 


DEF of all enemies by 308 


HEALING DEVICE MK3 


Item Creation, Engineering 
N/A 
90% HP recovery (whole party) 


OBTAINED 


OBTAINED 
COMMENTS 


OBTAINED 


OBTAINED 


OBTAINED 


DUCK-DUCK BOMB 
AREA OF USE 


Item Creation, Engineering 


Engineering; con improve item using “Specify Plan.” Bomb 
has ATK: 800 


HP damage to enemy (1) 


EM EXPLOSIVE MP 


Engineering; can improve item using “Specify Plan”; bomb 


has INT: 400 
MP damage to enemies (large area) (1) 


EM STUN EXPLOSIVE 


Item Creation, Engineering 


Engineering; can improve item using “Specify Plan”; bomb 
has ATK: 1000 


HP damage to enemies (large area) (1), Stuns enemy 


ENIGMATIC SCROLL 


Treasure Chest, Maze of Tribulations, B3F 
Cannot Synthesize; Only for Maria. 
Learn “Energy Burst” Battle Skill 


FADING TOME 


ltem Creation, Writing 


Cannot Synthesize; can be used by all characters except 
Adray and Sophia. 


Learn “Increase MP” Battle Skill 


FIZZING POTION 


Item Creation, Compounding 
Compounding; can improve item using “Specify Plan.” 
Paralyzes an enemy (2) 


Item Creation, Compounding 
Compounding; can improve item using “Specify Plan, 
50% HP recovery (1) 


HEALING DEVICE MK1 
| VAL | VA AREOFUSE | 
Ay Kime 

Item Creation, Engineering 

N/A 


30% HP recovery (entire party) 


HEFTY FOLIO 


Treasure Chest, Maze of Tribulations, BSF 


Cannot Synthesize. Only for Peppita 


Learn “Magical Dance” Battle Skill 


OBTAINED 
COMMENTS 


OBTAINED 


OBTAINED 


OBTAINED 


OBTAINED 
COMMENTS 


OBTAINED 


OBTAINED 


OBTAINED 


OBTAINED 


DURIAN STUN BOMB-R4 


tem Creation, Compounding 
Bomb has INT: 6000. 


MP dmg. to enemies (huge area), Stuns enemy, Reduces DEF 
of all enemies by 30% 


EM BOMB MP 


Item Creation, Engineering 


Engineering; con improve item using “Specify Plan"; bomb 
has INT: 600 


MP damage to enemy (1) 


EM STUN BOMB 


Item Creation, Engineering 


Engineering; con improve item using “Specify Plan"; Bomb 
has ATK: 1200 


HP damage fo enemy (1), Stuns enemy 
EM STUN EXPLOSIVE MP 
Item Creation, Engineering 


Engineering; con improve item using “Specify Plan"; bomb 
has INT: 900 


MP damage to enemies (large area) (1), Stuns enemy 


ES HYBRID BOMB 


Item Creation, Engineering 
Bomb hos ATK: 1500 and INT: 1500 
HP/MP damage to enemy, Stuns enemy 


tem Creation, Compounding 
Compounding; can improve item using “Specify Plan.” 
Spells cost 0 MP for 30 sec during battle (1) 


FLARE BOMB 


Item Creation, Engineering 
Bomb has ATK: 400. 


HP dmg. to enemies in area (allies too) 


Treasure Chest, Sphere 211, 102 Level 
Connot Synthesize. 
30% MP recovery (usable at intervals) 


tem Creation, Engineering 
N/A 
60% HP recovery (whole party) 


HEROIC ELIXIR 


Item Creation, Compounding 
Compounding; con improve item using “Specify Plan 
O HP coups de grace for 30 sec during battle (1) 


OBTAINED 


OBTAINED 


OBTAINED 


= a 
OE. ae 


HUGE FOLIO 


Treasure Chest, Sphere 211, 114 Level 
Connot Synthesize. Only for Fay? 
Learn “Ethereal Blast” Battle Skil 


JEWEL OF ALERTNESS 
Treasure Chest, Troum Mountains 
Connot Synthesize. 


Displays enemies on Minimap for a short time 


Treasure Chest, Sphere 211, 135 Level 
Connot Synthesize. Only for Albel 
Learn “Double Slash of Fury” Battle Skill 


LIQUID HYBRID BOMB 
Item Creation, Compounding 


Bomb has INT: 2000 
HP/MP damage to enemy (huge area) 


MALODOROUS BOTTLE 
| av | AREA FUSE 
a 


tem Creation, Compounding 


Compounding; can improve item using “Specify Plan,” 
Petrifies an enemy (2) 


MEDICINE BOTTLE 
| YA] ARAOFUSE | 
AGH Re (SE 


ltem Creation, Compounding 


Compounding; can improve item using “Specify Plan 
Poison immunity during battle (1) 


MIGHT TABLETS 
| VA | AREAOFUSE 
PS Pa EE 


tem Creation, Compounding 


Compounding; can improve item using “Specify Plan. 
20% ATK increase during battle (1) 


MIRACLE POWER 
| A) AREAOFUSE 
SALT RE Ta 


tem Creation, Compounding 


Compounding; can improve item using “Specify Plan 
Instant death for an enemy (2) 


MUSTY TOME 


Item Creation, Writing 
Connot Synthesize 
Learn “Drain” Battle Skill 


Treasure Chest, Airyglyph 
N/A 
60% HP recovery (entire party) 


OBTAINED 


FACTORS 


OBTAINED 


OBTAINED 


OBTAINED 


FACTORS 


FACTORS 


OBTAINED 


OBTAINED 


IMMENSE FOLIO 


Treasure Chest, Sphere 211, 178 Level 
Cannot Synthesize. Only for Mirage 


Learn “Blazing cannon” Battle Skill 


JEWEL OF AVARICE 


Treasure Chest, Airyglyph Castle 
Cannot Synthesize 


Displays chests on Minimap for a short time 


LAVENDER 


a 
Ee ee 


Shop, Airyglyph 
Compounding; can improve item using “Specify Plan. 
Cures freezing (One person) (2) 


LIQUID MIND BOMB 


Htem Creation, Compounding 
Bomb has ATK: 3500 and INT: 3500 
MP dmg. to enemies in huge area (allies too) 


Item Creation, Engineering 
N/A 
Reduces DEF of all enemies by 30% 


Item Creation, Engineering 
Bomb has ATK: 900 
HP ding. to enemies in large area (allies too) 


Item Creation, Writing 
Connot Synthesize. 
Learn “Increase HP/MP Damage” Battle Skill 


Item Creation, Writing 


Cannot Synthesize; may be used by all characters except 
Adray and Sophia 


Learn “Max Fury” Battle Skill 


NEURAL AUGMENTER 


AREA OF USE 
Field 


Item Creation, Compounding 
N/A 
Heals 20 HP 


enh ENHANCER 


Item Creation, Compounding 


Compounding; con improve item using “Specify Plan 
Heals 20 HP. -1 Emotion (1) 


INTRICATE SCROLL 


Treasure Chest, Sphere 211, 187 Level 
Connot Synthesize. Only for Maria 
Learn “Radiation Bots” Battle Skill 


JEWEL OF REFUGE 


| VAL |W AREAUSE 
a en a 


Treasure Chest, Aire/Kirlsa Hills 


Connot Synthesize 


Stops enemy movement for a short time 


LIQUID FLARE BOMB 


OBTAINED 


Item Creation, Compounding 
Bomb has ATK: 4000 
HP ding. fo enemies in huge orea (allies too) 


MAGICAL BERRIES 
Treasure Chest, Irisa Fields 


N/A 
90% HP recovery (entire party) 


MASSIVE FOLIO 
| 


Treasure Chest, Urssa Cave Temple 


OBTAINED 


OBTAINED 


Cannot Synthesize; only for Adray 
Learn “Sirocco” Battle Skill 


MENTAL ENHANCER 
a ae 
Pee Rie a) 
Be ite 
ERAS: 


Shop —_ 


N/A 
50% MP recovery 


MIND ba 


OBTAINED 


I/NLlim ltem Creation, Engineering 
Bomb has INT: 200 


MP dmg. to enemies in area (allies too) 


MOLOTOV STUN BOMB-RI 
a 
ear ee ae 


Item Creation, Compounding 


Compounding; can improve item using “Specify Plan.” Bomb 
has ATK: 9000 


HP domage to enemy (1) Stuns enemy, Reduces DEF of all 
enemies by 30% 


OBSCURE SCROLL 


AREA OF USE 
Field 


Treasure Chest, Maze of Tribulations, BSF 


Connot Synthesize; Only for Nel 


Learn “Divine Wrath” Battle Skill 
PHYSICAL ENHANCER 

VA | Val || AREA FUSE 
es ee 


Iti Shop, Moonbase 
COMMENTS HEUVA 
7 \a(u tym 50% HP recovery 


GETTING STARTED 
CHARACTERS 
a 
WALKTHROUGH 
a 
BONUS DUNGEONS 
Ss 
PRIVATE ACTIONS 


a 
MINI-GAMES AND 
SUB-QUESTS 
er 


ITEM CREATION 


BESTIARY 


Weapons 


PONDEROUS FOLIO 
= ee wt 
es 


Treasure Chest, Sphere 211, 202 Level 
Cannot Synthesize; for Roger only 
Learn “Stor Fall” Battle Skill 


RECONDITE SCROLL 


es a a 
Treasure Chest, Sphere 211, 209 Level 
Connot Synthesize; for Sophia only. 


Accessories 


OBTAINED 


COMMENTS 
Food FACTORS 
Sa 
Other Items 
SSS [| 0 
Materials COMMENTS 
et 
Valuables 


———————— 


OBTAINED 
COMMENTS 


Learn “Gremlins” Symbol 


RESURRECTION MIST 
EVA 


mn | AREAOFUSE | 
2100 tt ay te | 


tem Creation, Compounding 


Compounding; can improve item using “Specify Plan.” 
Cures incop & restores up to 30% of HP/MP (2) 


SAGE 


| AL | AREA FUSE 
ee ee 
Shop, Airyglyph 

Compounding; can improve item using “Specify Plan.” 

Cures petrification (one person) (2) 


Item Creation, Compounding 
Compounding; can improve item using “Specify Plan 
Stuns enemy during battle (1) 


SUPER POTION 

Item Creation, Compounding 

Compounding; can improve item using “Specify Plan 
Petrifies an enemy (2) 


TATTERED TOME 

Item Creation, Writing 

Connot Synthesize 

Learn “Convert Damage" Tactical Skill 

TEARS OF VENUS 

Item Creation, Compounding 

Compounding; con improve item using “Specify Plan 
Heals 20 HP -1 Emotion (1) 


TRICKY DUCK BOMB 


Item Creation, Engineeing 
Bomb has INT: 300 
MP dmg. to enemies in large area (allies too) 


VERDUROUS POTION 
| VAL | AAA FUSE 
3100 0 hay tine 


tem Creation, Compounding 
WA 


100% HP recovery 


WEIGHTY FOLIO 


| A 
RL. 


Treasure Chest, Sphere 211, 126 Level 
Cannot Synthesize; only for Peppita 


Learn “Dream Hammer" Battle Skill 


PROFOUND SCROLL 
Treasure — Sphere 211 _ Level 
Cannot Synthesize; for Sophia only. 


Learn “Meteor Swarm” Symbol 


REDUCER 
aa 


tem Creation, Engineering 
N/A 
Reduces DEF of all enemies by 30% 


RIPE BERRIES 
me AH 


Treasure Chest, Ruins of Coffir 
N/A 
30% HP recovery (entire party) 
SHIELDING DEVICE 

tem Creation, Compounding, Engineering 
N/A 
30 sec invincibility in battle (no attacks) 
SOUL STRENGTHENING DEVICE 


Item Creation, Engineering 


OBTAINED 


Pau rst | 


OBTAINED 


Engineering; can improve item using “Specify Plan 
Spells cost 0 MP for 30 sec during battle (1) 


SWEET POTION 


Item Creation, Compounding 


Compounding; can improve item using “Specify Plan 
Cures incap & restores up to 30% of HP/MP (1) 


TEARS OF APHRODITE 
| AREA OF USE| 
OC aa (regs: FR 


tem Creation, Compounding 


Compounding; can improve item using “Specify Plan 
Heals 20 HP. -1 Emotion (1) 


THICK POTION 


Item Creation, Compounding 


Compounding; can improve item using “Specify Plan. 
Poralyzes on enemy (2) 


UMAI-BO STUN BOMB-R3 
= = 
WEA AER 


tem Creation, Compounding 


Compounding; can improve item using “Specify Plan.” Bomb 
hos INT: 8000 


MP damage to enemy (1), Stuns enemy, Reduces DEF of all 
enemies by 30% 


VIAL OF POISON 


ELI Item Creation, Compounding 


Compounding; can improve item using “Specify Plan.” 


Poisons enemy during battle (1) 


WITCH TABLETS 
| VAL] AREOFUSE 
OER aes Da a 1s 


Item Creation, Compounding 
N/A 
30% HP recovery (entire party) 


PUZZLING SCROLL 
VAL 


Treasure Chest, Sphere 211, 106 Level 
Cannot Synthesize; for Sophia only 
Learn “Southern Cross” Symbol 


RESURRECTION ELIXIR 
| fA | AREAOFUSE 
ee 


tem Creation, Compounding 


Compounding; can improve item using "Specify Plan.’ 
Cures incap & restores up to 60% of HP/MP (2) 


ROE TABLETS 


Item Creation, Compounding 
WA 
30 sec invincibility in battle (no attacks) 


SILVER CHALICE 


Treasure Chest, Sphere 211, 13 Level 

Cannot Synthesize 

30% HP recovery (usable at intervals) 
SUBSTANTIAL FOLIO 

Treasure Chest, Sphere 211, 156 Level 


Cannot Synthesize; for Adray only. 
Learn “Emotion Torrent” Battle Skill 


SYRUPY POTION 
| VA AREAOFUSE_| 
Phy fine 


Htem Creation, Compounding 


Compounding; can improve item using “Specify Plan 
30% HP/MP recovery (2) 


TEARS OF ISHTAR 
| AA) AREAOF USE 
OFT ES 


tem Creation, Compounding 


Compounding; can improve item using “Specify Plan. 
Heals 20 HP -1 Emotion (1) 


TRICKY BOMB 
|__| AREAOFUSE_| 
EH ee A Se 


Item Creation, Engineering 
Bomb has ATK: 300 
HP dmg. to enemies in area (allies too) 


UNWIELDY FOLIO 
WT 
Treasure Chest, Maze of Tribulations, B6F 


Cannot Synthesize; only for Albel 
Learn “Air Slash of Fury” Battle Skill 


VOLUMINOUS FOLIO 


Treasure Chest, Sphere 211, 169 Level 
Cannot Synthesize; only for Nel 
Learn “Splitting Sky” Battle Skill 


Treasure Chest, Airyglyph Aqueducts 


Cannot Synthesize; used on all characters, except Adray and 
Sophia 


Learn “Common Attack Symbols” Battle Skill 


FOOD 


AGILITY + BERRIES 


Treasure Chest, Sphere 211, 117 Level 
Cannot Synthesize 


Max AGL +4 


OBTAINED 
COMMENTS 
FACTORS 


APPLE PIE 


| OBTAINED: | Shop, Arias 
| COMMENTS: | Cooking; con improve item using “Specify Plan 


B50% HP recovery (3) 


BEAUTIFUL ICE CREAM 


Item Creation, Cooking 
Cooking; can improve item using “Specify Plan 


90% MP recovery, Cures paralysis (one person) (1), Cures 
petrification (one person) (1), Cures incap & restores up to 
60% of HP/MP. 30% probability of breaking (2) 


BOILED KING CRAB 


if tLiimae ttem Creation, Cooking 
COMMENTS HEUTZ 


Brae 50% HP/MP recovery 
CHEAP CIDER 


| OBTAINED | \tem Creation, Cooking 


Cooking; can improve item using “Specify Plan, 


| FACTORS. | Gives a life-threatening feeling (2) 


| OBTAINED | Item Creation, Cooking 
| COMMENTS: | Cooking; con improve item using “Specify Plan 
| FACTORS. | 50% HP recovery (3) 


CURRY RICE 


| OBTAINED! | Item Creation, Cooking 
| COMMENTS. | Cooking; can improve item using “Specify Plan.” 
| FACTORS. | 30% HP recovery (3) 


DELUXE FRUIT BOWL 


Item Creation, Cooking 
WA 
30% HP/MP recovery 


DEXTERITY + BERRIES 
| OBTAINED: | Treasure Chest, Sphere 211, 110 Level 
| COMMENTS: | Cannot Synthesize. 


FACTORS} 


Food items comprise the vast majority of the items in this category. However, items like Health and Strength Berries also fall under this header. Think 


of food as being any recovery or enhancement item that you can’t eat in battle. However, there are a few—very few—exceptions amongst these items. 


ALMOND JELLY 

mE Ss aes 

Be PE Re 
| OBTAINED | Item Creation, Cooking 


(OT ISihgm Cooking; can improve item using “Specify Plan.’ 


| FACTORS | 50% HP recovery (3) 


AWFUL CIDER 


Item Creation, Cooking 
Cooking; can improve item using “Specify Plan 
Will likely interfere with life (2) 


BRASS DEMON CIDER 

Item Creation, Cooking 

Cooking; con improve item using “Specify Plan 
Cures incap & restores up to 30% of HP/MP (1) 


| OBTAINED | Item Creation, Cooking 
| FACTORS | Use this and see what happens to your MP! 


ICN item Creation, Cooking 


N/A 


| FACTORS | 50% MP recovery 


| OBTAINED | Item Creation, Cooking 
| COMMENTS: | Cooking; can improve item using “Specify Plan,” 
7\a() tym 30% HP recovery (3) 


DEMONIC DURIAN 


Item Creation, Cooking 
Cooking; can improve item using “Specify Plan.” 


90% MP recovery, Cures poison (one person) (1), Cures pet 
rification (one person) (1), Cures incap & restores up to 60% 
of HP/MP. 30% probability of breaking (2) 


DISCORDANT DESSERT 


Item Creation, Cooking 
N/A 
Heals 20 HP 


AMAZING TENDERLOIN 
2 Pee Sen 
ES RS PP See, 
tem Creation, Cooking 


Cooking; can improve item using “Specify Plan. 


90% HP recovery, Cures paralysis (one person) (1), Cures 
petrification (one person) (1), Cures incap & restores up to 
60% of HP/MP 30% probability of breaking (2) 


BBQ PORK RAMEN 


Item Creation, Cooking 
Cooking; can improve item using “Specify Plon 
70% MP recovery, Cures petrification (one person) (1) 


Item Creation, Cooking 
N/A 


30% MP recovery 


BROKEN PROPHET CIDER 


| OBTAINED! | Item Creation, Cooking 
| COMMENTS. | Cooking; con improve item using “Specify Plan 
| FACTORS: | Cures incop & restores up to 30% of HP/MP (1) 


CHOCOLATE BANANA 


Item Creation, Cooking 
N/A 
50% MP recovery 


CORN ON THE COB 


| OBTAINED | tem Creation, Cooking 
| comments YZ CHARACTERS 
50% MP recovery 
SS —————— 
DEFENSE + BERRIES 
LOOX cheeses ROO] foals 
ET STO ES. ON I 


WALLIN Treasure Chest, Sphere 211, 111 Level 


connor Synthesize 


owes Max DEF +4 


BONUS DUNGEONS 


—————__—— 


DEVILISH SEA SQUIRT ‘aiaaaa 
a 
ee 

Item Creation, Cooking SUB-QUESTS 

Cooking; can improve item using “Specify Plan ———= 

90% MP recovery Cures poison (one person) (1), Cures petri ITEM CREATION 


fication (one person) (1), Cures incap & restores up to 60% 
of HP/MP. 30% probability of breaking (2) 


DRAGON POT STICKERS 


Item Creation, Cooking 


Cooking; can improve item using “Specify Plan.” 


Nal sim 90% HP recovery, Cures poison (one person) (1), Cures petri 
fication (one person) (1), Cures incap & restores up to 60% 


of HP/MP. 30% probability of breaking (2) 


Weapons 


Accessories 
eee 


Useable Items 


Other Items 


OBTAINED 
COMMENTS 


~ORANE 


——— 
Materials 
Sa 


Valuables 


ee 


OBTAINED 


OBTAINED 


_ COMMENTS 


OBTAINED 
COMMENTS 
~_ FACTORS 


OBTAINED 
“COMMENTS 


FACHUCHON 


Item Creation, Cooking 


Cooking; con improve item using “Specify Plan 


30% MP recovery, Cures paralysis (one person) (1), Cures 
petrification (one person) (1), Cures incap & restores up to 
60% of HP/MP 30% probability of breaking (2) 


FRIED TURNIPS 

a ie wVA 
Item Creation, Cooking 

Cooking; can improve item using “Specify Plan 
Cures petrification (one person) (1) 


Item Creation, Cooking 
Cooking; can improve item using “Specify Plon 


90% HP/MP recovery, Cures paralysis (one person) (1) 


Cures petrification (one person) (1), Cures incap & restores 
up to 60% of HP/MP. 30% probability of breaking (2) 


GOOSEBERRY JUICE 

Shop, Airyglyph 

Cooking; con improve item using “Specify Plon, 
30% HP recovery (3) 


GRILLED TUNA HEAD 


Item Creation, Cooking 


Cooking; can improve item using “Specify Plan, 


50% HP recovery (3) 


HAUTE CHINESE SOUP 
a Ve TES 
a a Ses 
Item Creation, Cooking 
N/A 


70% MP recovery 


® HOGPLUM JUICE 
Bee 8be) 
GRE RAE BETS. oe 


Item Creation, Cooking 


50% MP recovery 
INTELLECT BERRIES 


Event, Ancient Book #3 
Cannot Synthesize 
Max INT +2 


JACKFRUIT JUICE 

ER: es 

BEE RO Fae er 
Item Creation, Cooking 

N/A 


30% HP recovery (whole party) 


KID'S MEAL 
oa had 
REI | PeRaS SERS 5S 


Item Creation, Cooking 


Cooking; con improve item using “Specify Plan 
30% HP recovery (3) 


= mae CYCLOPS CIDER 


| OBTAINED Eur Creation error acon 


| Cooking; can improve item using “Specify Plan.” 


Tait tyme 30% MP recovery 


FRUIT PARFAIT 
ee Tes 
PRS ORES, 


Item Creation, Cooking 


CT Tih Cooking; con improve item using “Specify Plan 
Ata) time Cures incop & restores up to 60% of HP/MP 


GOLDEN CURRY 


Sf 


| OBTAINED | Item Creation, Cooking 
| COMMENTS. | Cannot Synthesize 
FACTORS «ced 


GRANADILLA JUICE 
Se Pe 

Item Creation, Cooking 

N/A 

30% HP/MP recovery 


}) GROWLING FIST CIDER 
Item Creation, Cooking 
Can be used in battle 


30% HP recovery (entire party) 


HEALTH BERRIES 


| OBTAINED! | Event, Ancient Book #1 
| COMMENTS | Cannot Synthesize 


Max HP +10% 
HOWLING FOX CIDER 


| OBTAINED | Item Creation, Cooking 


N/A 
| FACTORS. | 50% HP/MP recovery 
INTELLECT + BERRIES 
| OBTAINED! | Treasure Chest, Sphere 211, 103 Level 


| COMMENTS: | Cannot Synthesize 
EE ox int +4 


JOYFUL BANDIT CIDER 


tem Creation, Cooking 


COMMENTS YZ) 


[FACTORS | 30% MP recovery 


| OBTAINED | tem Creation, Cooking 
| COMMENTS: | Cooking; can improve item using “Specify Plan.” 
| FACTORS. | 50% HP recovery (3) 


OBTAINED 
COMMENTS 


OBTAINED 


OBTAINED 


FACTORS 


FRESH SPRING ROLLS 


ltem Creation rerqnonreermen 
W/A 
Cures paralysis (one person) (1) 


GELATINOUS POTION 


Item Creation, Cooking 
WA 
30% probability of breaking (2) 


GOLDEN NATTO 
VAL 


tem Creation, Cooking 


Cooking; can improve item using “Specify Plan 


90% HP recovery, Cures poison (one person) (1), Cures petri 
fication (one person) (1), Cures incap & restores up to 60° 
of HP/MP. 30% probability of breaking (2) 


GRATIN 


lem Creation, Cooking 
Cooking; can improve item using “Specify Plan 
Cures incap & restores up to 30% of HP/MP (1) 


Item Creation, Cooking 
Cooking; con improve item using “Specify Plan 


90% HP recovery, Cures paralysis (one person) (1), Cures 
petrification (one person) (1), Cures incap & restores up to 
60% of HP/MP. 30% probability of breaking (2) 


HEALTH + BERRIES 
Treasure Chest, Sphere 211, 107 Level 


Cannot Synthesize 
Mox HP +15 


Item Creation, Cooking 
N/A 
Cures incop & restores up to 60% of HP/MP 


Item Creation, Cooking 
Cooking; can improve item using “Specify Plan.’ 
30% HP recovery (3) 


Item Creation, Cooking 
N/A 
70% HP/MP recovery 


Use Grab Bag accessory 
N/A 
Cures all HP or incapacitates 


KIRSCHTORTE 


Item Creation, Cooking 


Cooking; con improve item using “Specify Plan. 
50% HP recovery (3) 


Item Creation, Cooking 


Cooking; can improve item using “Specify Plan 


30% HP recovery (3), Cures paralysis (one person) (1), 
Cures petrification (one person) (1), Cures incap & restores 
up to 60% of HP/MP. 30% probability of breaking (2) 


LORD'S OZONI 
a 
ET ES A EET 


Item Creation, Cooking 


OBTAINED 


Can use in battle. 


60% HP recovery (whole party) 


MAGI BERRIES 


| OBTAINED: | Event, Ancient Book #2 


Max MP +10% 


MAMMOTH MEAT 
SS ih mam 
RS BRT 


PEACH DESSERT SOUP 


| OBTAINED: | Hem Creation, Cooking 
| FACTORS: | Cures incap & restores up to 60% of HP/MP 


PETITE SIRLOIN 


2 En aa 
OS SP 
tem Creation, Cooking 
| COMMENTS. | Cooking; can improve item using “Specify Plan 
| FACTORS. | 30% HP recovery (3) 


COMMENTS 
FACTORS 


OBTAINED 


OBTAINED 
COMMENTS 


OBTAINED 


OBTAINED 


LANSIUM JUICE 


tem Creation, Cooking 
N/A 
90% MP recovery 


LILIEN’S ULTIMATE 


Pee | 


Item Creation, Cooking 
Cooking; can improve item using “Specify Plan. 


90% HP recovery, Cures paralysis (one person) (1), Cures 
petrification (one person) (1), Cures incap & restores up to 
60% of HP/MP 30% probability of breaking (2) 


LUSCIOUS GRATIN 


Item Creation, Cooking 
Cooking; can improve item using “Specify Plan. 


90% HP recovery, Cures poison (one person) (1), Cures petri 
fication (one person) (1), Cures incap & restores up to 60% 
of HP/MP 30% probability of breaking (2) 


MAGI + BERRIES 


Sphere 211, 106 Level 
N/A 
Max MP +15% 


MANGOSTEEN JUICE 


tem Creation, Cooking 
N/A 
90% MP recovery 


MONT BLANC 


Item Creation, Cooking 


Cooking; can improve item using “Specify Plan 
Cures incap & restores up to 30% of HP/MP (1) 


tem Creation, Cooking 
Cooking; can improve item using “Specify Plan 


30% HP recovery (3), Cures poison (one person) (1), Cures 
petrification (one person) (1), Cures incap & restores up to 
60% of HP/MP. 30% probability of breaking (2) 


PEAR TART 


lem Creation, Cooking 
N/A 
50% MP recovery 


Item Creation, Cooking 
N/A 
70% HP/MP recovery 


LEAPING TITAN CIDER 
mh 
Item Creation, Cooking 
N/A 
30% HP/MP recovery 


OBTAINED 


tem Creation, Cooking 
Cooking; can improve item using “Specify Plan 


90% HP recovery, Cures paralysis (one person) (1), Cures 
petrification (one person) (1), Cures incap & restores up to 
60% of HP/MP. 30% probability of breaking (2) 


MAGICAL SALAD 


Item Creation, Cooking 
Cooking; con improve item using “Specify Plan 


90% HP/MP recovery, Cures paralysis (one person) (1), 
Cures petrification (one person) (1), Cures incap & restores 
up to 60% of HP/MP, 30% probability of breaking (2) 


MARBLED BEEF SIRLOIN 
it 

Item Creation, Cooking 

N/A 

70% HP recovery 


Item Creation, Cooking 
N/A 
30% HP/MP recovery 


im lem Creation, Cooking 


| COMMENTS | Cooking; can improve item using “Specify Plan 


“ 90% HP recovery, Cures poison (one person) (1), Cures petri 


fication (one person) (1), Cures incap & restores up to 60 
of HP/MP. 30% probability of breaking (2) 

Cy a Whipple 
Price rises over time. Cooking: con improve item using “Specify Plan 


a JUICE 
100% HP recovery 


oy 


GETTING STARTED 


CHARACTERS 


————— 
WALKTHROUGH 
——=_—— 
BONUS DUNGEONS 
—_———=<____ 
PRIVATE ACTIONS 


—————=_——— 
MINI-GAMES AND 
SUB-QUESTS 
———————_—__—_ 


ITEM CREATION 


Weapons 
et a 


Armor 


Accessories 
| 


Useable Items 


OBTAINED 


OBTAINED 
COMMENTS 


Other Items 


—— 
Materials 
See 


Valuables 


———_———_- 


OBTAINED 
cones 


PREHISTORIC MEAT RAMBUTAN JUICE 


Item Creation, Cooking 


tem Creation, Cooking 
Can use in battle 
30% HP recovery (whole party) 


SACHERTORTE 


50% MP recovery 
SAPODILLA JUICE 


Item Creation, Cooking 
N/A 
30% MP recovery 


Item Creation, Cooking 


Event, Grantier Resort Hotel 
N/A 
90% HP recovery 


Item Creation, Cooking 
Cooking; can improve item using “Specify Plon 


90% MP recovery, Cures poison (one person) (1), Cures pet 
rification {one person) (1), Cures incap & restores up to 60 
of HP/MP. 30% probability of breaking (2) 


SIRLOIN 140 
ae ee ores 


Item Creation, Cooking 

Cooking; can improve item using “Specify Plan 
50% HP recovery (3) 90% MP recovery, Cures paralysis (one person) (1), Cures 
petrification (one person) (1), Cures incap & restores up to 
60% of HP/MP. 30% probability of breaking (2) 


SPICY CAKE 


lem Creation, Cooking 
N/A 


Use this and see what happens to your MP! 


| OBTAINED | ltem Creation, Cooking 
| COMMENTS. | Cooking; can improve item using “Specify Plan 
| FACTORS. | 100% HP/MP recovery, Gives o life-threatening feeling (2) 


STRENGTH + BERRIES 
VAL 


| OBTAINED | Treasure Chest, Sphere 211, 101 Level 
| COMMENTS: | Cannot Synthesize. 
EG Mo ATK +4 


Event, Runic Chess 
Connot Synthesize 
Max ATK +2 


SUPER-SWEET CURRY SUPREME DORAYAKI PIE 


Hem Creation, Cooking 
N/A 
Heals 20 HP 


Cooking; can improve item using “Specify Plan.” 


90% HP recovery, Cures poison (one person) (1), Cures petri 
fication (one person) (1), Cures incap & restores up to 60% 
of HP/MP. 30% probability of breaking (2) 


TASTELESS STEW TEARFUL RISOTTO 


Item Creation, Cooking 
N/A 
Heals 20 HP 


Item Creation, Cooking 


Cooking; can improve item using “Specify Plan 


90% MP recovery, Cures paralysis (one person) (1), Cures 
petrification (one person) (1), Cures incap & restores up to 
60% of HP/MP. 30% probability of breaking (2) 


ULTIMATE RAMEN 
Pe PE, 


| OBTAINED | Item Creation, Cooking 


Cooking; can improve item using “Specify Plan 


90% MP recovery, Cures paralysis (one person) (1), Cures 
petrification (one person) (1), Cures incap & restores up to 
60% of HP/MP. 30% probability of breaking (2) 


ROAST DUCK 
i a 
Se ST AE eee 
tem Creation, Cooking 


Cooking; can improve item using “Specify Plan, 
50% HP recovery (3) 


EVA 


SILVER SCEPTER CIDER 
a ae iA 
“a RE EARL 
| OBTAINED | tem Creation, Cooking 
| COMMENTS: | Cooking; can improve item using “Specify Plan. 
50% HP recovery (3) 


SOFT-SHELLED TURTLE 
a a 
SE SS IE, BEBE 
| OBTAINED | tem Creation, Cooking 


| FACTORS | 50% MP recovery 


STEAMED BUN 


| OBTAINED | Shop, Airyglyph 
| COMMENTS: | Cooking; can improve item using “Specify Plan 
Xait tyme 30% HP recovery (3) 


22/51 Ne CS a 
| OBTAINED | Item Creation, Cooking 
| COMMENTS: | Cooking; can improve item using “Specify Plan 


70% HP/MP recovery, Cures paralysis (one person) (1) 
Cures petrification (one person) (1), Cures incop & restores 
up to 60% of HP/MP. 30% probability of breaking (2) 


ltem Creation, Cooking 


| COMMENTS. | Cooking; can improve item using “Specify Plan.” 


| FACTORS. | 50% HP recovery (3) 


TOUGH STEAK 


UMAI-BO 1 
ak A EVA 
Item Creation, Cooking 
Cooking; can improve item using “Specify Plan 
30% HP recovery (3) 


UMAI-BO 2 
a 

Htem Creation, Cooking 

Cooking; can improve item using “Specify Plan 

30% HP recovery (3) 


Item Creation, Cooking 
Cooking; can improve item using “Specify Plan 
30% HP recovery (3) 


tem Creation, Cooking 
Cooking; can improve item using “Specify Plan 
30% HP recovery (3) 


UMAI-BO 11 


Hem Creation, Cooking 


OBTAINED 


Cooking; can improve item using “Specify Plan." 


30% HP recovery (3) 


UMAI-BO 14 
VAL 


Item Creation, Cooking 


OBTAINED 


Cooking; con improve item using “Specify Plan.” 


30% HP recovery (3) 


WATERMELON BAR 


Se 


Item Creation, Cooking 


OBTAINED 


OTHER TTEMS 


OBTAINED 


OBTAINED 


OBTAINED 


UMAI-BO 3 
a et 
PEL EES BEER, ONS 


Item Creation, Cooking 


Cooking; can improve item using “Specify Plan.” 
30% HP recovery (3) 


tem Creation, Cooking 
Cooking; can improve item using “Specify Plan 
30% HP recovery (3) 


tem Creation, Cooking 
Cooking; can improve item using “Specify Plan.” 
30% HP recovery (3) 


Cooking; can improve item using “Specify Plan.” 
30% HP recovery (3) 


UMEBOSHI 


Item Creation, Cooking 
Cooking; can improve item using “Specify Plan.” 


Cures poison (one person) (1), Cures paralysis (one person) 
(1), Cures petrification (one person),(1), Cures freezing (one 
person) (1) 


WELL-AGED CHEESE 


2 aa 
WSS SES TERR, ESN 


Item Creation, Cooking 
Cooking; can improve item using “Specify Plan.” 


90% HP/MP recovery, Cures poison (one person) (1), Cures 
petrification (one person) (1), Cures incap & restores up to 
60% of HP/MP. 30% probability of breaking (2) 


UMAI-BO 4 


Item Creation, Cooking 


OBTAINED 
COMMENTS 


Cooking; can improve item using “Specify Plan. 


| FACTORS | 30% HP recovery (3) 


| OBTAINED! | Item Creation, Cooking 
| COMMENTS: | Cooking; can improve item using “Specify Plan,” 
| FACTORS | 30% HP recovery (3) 


Cooking; can improve item using “Specify Plan." 
30% HP recovery (3) 


Cooking; can improve item using “Specify Plan 
30% HP recovery (3) 


Item Creation, Cooking 
N/A 
30% MP recovery 


OBTAINED 
COMMENTS 
FACTORS 


WINKING SAGE CIDER 
er 

Htem Creation, Cooking 

N/A 

30% HP/MP recovery 


OBTAINED 
COMMENTS 


The Items in this section fall into the miscellaneous category known as “Other Items.” You can’t use any of these items on a character in battle or in 
the field. The majority of the items are minerals, gems, scrolls, and elementals that possess factors that you can synthesize onto weapons. The others 


are items used to recruit inventors or, in the case of the Bunny Statues, improve the lives and talents of your party members simply through their 


existence in your inventory. 


1/1 SCALE BUNNY 


a A a 


Map Complete Prize 
N/A 
50% Movement Rate (entire party) 


Item Creation, Alchemy 
N/A 
Adds wind-based damage 


ANTIQUE JEWELRY 


i eal wVA 
(iLL Treasure Chest, Kirlso Coverns 


Connot sell or synthesize 
N/A 


FACTORS 


OBTAINED 


OBTAINED 


OBTAINED 
COMMENTS 
FACTORS 


1/144 SCALE BUNNY 
a ee 
OR | 
Map Complete Prize 
N/A 
+5% Movement Rate (entire party) 


ALCHEMIST’S STONE 
VAL 


a | 
Treasure Chest, Mosel Dunes 

Cannot Synthesize 

Raises Alchemy success rate 


BEAT-UP TEXTBOOK 


Dropped Item, Makafy 


Cannot Synthesize 
Learn “Standard” AAA 


1/60 SCALE BUNNY 


| OBTAINED! | Map Complete Prize 
N/A 
+5% Movement Rate (entire party) 


ANGEL STONE 


Hem Creation, Alchemy 


Shoots balls of light when defending 
BENT MYSTIC BLADE 


We Event, Bunny Races 
COMMENTS 


FACTORS 


Cannot sell or synthesize 
N/A 


GETTING STARTED 
a 
CHARACTERS 
a ——— 
WALKTHROUGH 
a 
BONUS DUNGEONS 
————— 
PRIVATE ACTIONS 


a 
MINI-GAMES AND 
SUB-QUESTS 
————===_——— 


ITEM CREATION 


Weapons 


Accessories 
——_——— 


Useable Items 


Materials 


—_-—— 


OBTAINED 


OBTAINED 


Veluables 


OBTAINED 


FACTORS 


OBTAINED 


BLEMISHED TEXTBOOK 


Treasure Chest, Ancient Ruins of Mosel, B2F 
Cannot Synthesize 
Learn “Regeneration” AAA 


BOOK OF PROPHECIES 3 


Treasure Chest, Sphere 211, 85 Level 


Cannot sell or synthesize 
N/A 


BOOK OF PROPHECIES 6 
ee eee 
Woe hr 


Treasure Chest, Sphere, 205 Level 
Cannot sell or synthesize 


CELESTIAL HOMUNCULUS 
RE, WEA tera 
RR EBS PARMRARE,. Fie 


tem Creation, Alchemy 
Connot improve factors through "Specify Plan” before Synthesis. 


Shoots balls of light when defending, Emits balls of light 
when attacking, 50% probability of breaking (2) 


COMMEMORATIVE PRIZE 


Event, Bunny Races 


Connot Synthesize 


DAMASK 


tem Creation, Alchemy 


Can improve factors through “Specify Plan.” 
ATK +100 (1) 


DIAMOND 


Item Creation, Alchemy 
Con improve factors through “Specify Plan 
DEF +50 (1) 


Event, Castle Aquaria 

Cannot sell or synthesize; can only be used in the Sealed 
Cavern and Shrine of Kaddon. 

N/A 


EARTH DISCHARGE 

are See 

MISS ET TASS i 
lem Creation, Writing 


N/A 


Adds earth-based damage 


EARTH HOMUNCULUS 


ltem Creation, Alchemy 
Cannot improve factors through “Specify Plan” before Synthesis 


Raises normal attack decision by 1 (1), 50% probability of 
breaking (2) 


BOOK OF PROPHECIES 1 


Treasure Chest, Shrine of Kaddan 
Cannot sell or synthesize 


BOOK OF PROPHECIES 4 


Treasure Chest, Sphere 211, 30 Level 
Cannot sell or synthesize. 


OBTAINED 


OTE Item Creation, Alchemy 


Alchemy; can improve factors through “Specify Plan 


Raises normal attack decision by | (1) 


CELESTIAL PIXIE 


/\cimm Treasure Chest, Shrine of Kaddan 


Cannot improve factors through “Specify Plan” before Synthesis. 
Shoots balls of light when attacking 


Dropped Item, Nobleman 


Connot Synthesize 


Item Creation, Alchemy 


OBTAINED 


Can improve factors through “Specify Plan 
INT +500 (1), Chaos (Attack effect) 


DILAPIDATED TEXTBOOK 
Bie allipadk ‘iad 
Pe SS EE | Aa 


Treasure Chest, Sphere 211, 211 Level 


OBTAINED 


Cannot Synthesize. 


| FACTORS | Learn “Ring Wave” AAA 
DREMELA’S TOOL SET 


Treasure Chest, Sphere 211, 4 Level 
Cannot sell or synthesize 
N/A 


EARTH FAERIE 


Treasure Chest, Sphere 211, 105 Level 
Connot improve factors through “Specify Plan” before Synthesis 


30% probability of breaking (2), Raises normal attack deci 
sion by 2, 1/2 Attack (2) 


Treasure Chest, Kirlsa Caverns 


Connot improve factors through “Specify Plan” before Synthesis 


Raises normal attack decision by | (1) 


BOOK OF PROPHECIES 2 
VAL 
WA 


Treasure Chest, Urssa Lavo Caves 


Connot sell or synthesize 
N/A 


BOOK OF PROPHECIES 5 


SL ES | SS 
| OBTAINED | Treasure Chest, Gemity 
| COMMENTS. | Connot sell or synthesize. 


CELESTIAL FAERIE 


Treasure Chest, Sphere 211, 208 Level 
Alchemy; can improve factors through “Specify Plan.” 


30% probability of breaking (2), Shoots powerful balls of 
light when attacking, 1/2 Attack (2) 


CHERUBIC BUST 
a Tai 
URS ee 


Treasure Chest, Palmira Plains 


OBTAINED 


Cannot Synthesize 


Raises Crafting success rate 


CRYSTAL 


Htem Creation, Alchemy 
N/A 
ATK +50 (1) 


DEMON’S STONE 

Use the Grab Bag accessory. 

N/A 

HP -1 for party at intervals during battle 


DISINTEGRATION BOMB 


OBTAINED 


Event, Urssa Lava Cove 


OBTAINED 
Cannot sell or synthesize; can only be used in the Airyglyph Aqueducts 
N/A 


EARTH ABSORPTION 


FACTORS 


Treasure Chest, Sphere 211, 134 Level 
N/A 


Adds earth defense (Absorption) 


EARTH GEM 


Item Creation, Alchemy 
N/A 
Adds eorth-based damage 


OBTAINED 
COMMENTS 
FACTORS 


EARTH RESISTANCE 


OBTAINED 


Item Creation, Writing 
W/A 


Adds earth defense (1/2 damage) 


OBTAINED 
COMMENTS 


OBTAINED 


OBTAINED 


OBTAINED 
COMMENTS 


EARTH SHIELDING 


ly VAL tA 
15500 WA 


Treasure Chest, Sealed Cavern 
N/A 
Adds earth defense (no damage) 


ENCHANTED PEN 
f VAL 
55000 
Cif\uiimme Treasure Chest, Shrine of Kaddan 
CTS Connot sell or synthesize 
Tq tim Raises Writing success rate 


FENRIR’S CRYSTAL 


Treasure Chest, Spiral Tower 
N/A 
Shoots balls of ice when attacking 


FIRE FAERIE 
MBE Skane eae 
Treasure Chest, Maze of Tribulations, BBF 


Connot improve factors through “Specify Plan” before Synthesis 


30% probability of breaking (2), Shoots powerful balls of fire 
when attacking, 1/2 Attack (2) 


FIRE PIXIE 
VAL 


Treasure Chest, Mosel Dunes 
N/A 
Shoots balls of fire when attacking 


Treasure Chest, Airyglyph Aqueducts 


Cannot sell or synthesize 


N/A 


ILLEGIBLE BOOK 


Item Creation, Writing 

Writing; can improve factors through “Specify Plan.” 

Gives a cursed feeling (1), Gives a cursed feeling (1), Gives a 
cursed feeling (1), Gives a cursed feeling (1), Gives a cursed 


feeling (1), Gives o cursed feeling (1), Gives a cursed feeling 
(1), + 10% INT increase 


Shop, Gemity 
Cannot Synthesize 


Raises Cooking success rate 


FACTORS 
MULTI-FLASK 


afl Treasure Chest, Arias 
COMMENTS, 


_ FACTORS 


Cannot Synthesize 


Raises Compounding success rate 


NEGLECTED TEXTBOOK 


Treasure Chest, Kirlsa Training Facility 
Cannot Synthesize. 


Learn “Homing” AAA 


OBTAINED 


FACTORS 


OBTAINED 
COMMENTS 


OBTAINED 
COMMENTS 
FACTORS 


OBTAINED 
COMMENTS 


OBTAINED 
COMMENTS 


OBTAINED 
COMMENTS 


FACTORS 


EFREET CRYSTAL 


6. _— i. — 


Treasure Chest, Spiral Tower 
N/A 
Shoots balls of fire when attacking 


ESOTERIC SCROLL 


Item Creation, Writing 
Cannot Synthesize. 


Treasure Chest, Spiral Tower 
N/A 
Adds fire defense (absorption) 


Item Creation, Alchemy 
N/A 
1/2 Attack (2) 


FIRE RESISTANCE 
ae ia 


Item Creation, Writing 
N/A 
Adds fire defense (1/2 damage) 


GLUED BOOK 


Item Creation, Writing 
Cannot Synthesize 


N/A 


IMPOSING SCROLL 


Event, Fighting Arena (Single Battle) 
Writing; can improve factors through “Specify Plan.” 


ATK +1,000 (1) 


LEZARD FLASK 


Event, Runic Chess 
Connot Synthesize. 


Item Creation, Alchemy 
Alchemy; can improve factors through “Specify Plan.” 


ATK +200 (1), +20 critical rate, +10 enemy Fury reduction 
when guard broken 


NEREID STONE 


Item Creation, Alchemy 
N/A 
Shoots balls of ice when attacking 


OBTAINED 


FACTORS 


OBTAINED 


OBTAINED 


OBTAINED 


OBTAINED 


OBTAINED 
COMMENTS 
FACTORS 


OBTAINED 
COMMENTS 
FACTORS 


OBTAINED 


FACTORS 


OBTAINED 


EMERALD 
i Mee fi. 
Item Creation, Alchemy 
N/A 
INT +50 


EXPERIMENTAL REMEDY 


Treasure Chest, Maze of Tribulations, B2F 
Cannot sell or synthesize 
N/A 


FIRE DISCHARGE 


Item Creation, Writing 
N/A 
Adds fire-based damage 


FIRE HOMUNCULUS 
RR how 


tem Creation, Alchemy 


Cannot improve factors through “Specify Plan” before Synthesis 


Emits balls of fire when attacking, 50% probability of 
breaking (2) 


FIRE SHIELDING 
am Sts 
Sa SY 


Treasure Chest, Costle Aquaria 
N/A 
Adds fire defense (no damage) 


GOLD IDOL 


Dropped Item, Death Noble 
Cannot Synthesize 


Item Creation, Alchemy 


Alchemy; con improve factors through “Specify Plan GETTING STARTED 


ATK +10 (1) 
_——— 
CHARACTERS 
—————————— 
LIMITED-EDITION DOLL 
i 


Treasure Chest, Duggus Forest 
Cannot sell or synthesize. 


NC PROGRAM DISK 


Treasure Chest, Moonbase 
Connot Synthesize 
Raises Engineering success rate 


ORB OF AIR 
ah ae wYA 
Treasure Chest, Urssa Cove Temple 
Cannot sell or synthesize. 
W/A 


BONUS DUNGEONS 
PRIVATE ACTIONS 


SS 
MINI-GAMES AND 
SUB-QUESTS 
SS 


ITEM CREATION 


BESTIARY 


Weapons 


Accessories 
[ee 


Useable Items 


ORB OF ALERTNESS 

VAL 

8010 
Treasure Chest, Duggus Forest 
Cannot Synthesize 


Display enemy size on Minimap 


ORB OF EARTH 


a eee 
Aiea ER) RST AN 


Treasure Chest, Urssa Cave Temple 


[OMAN 
COMMENTS 
[cto 


r,— 


Connot sell or synthesize 
W/A 


PHILOSOPHER'S STONE 
VAL EVA 


Item Creation, Alchemy 


| _ OBTAINED 


Food 


= 


(Sih Cannot Synthesize 


WA 


RAINBOW DIAMOND 


Item Creation, Alchemy 
Alchemy; can improve factors through “Specify Plan.” 


DEF +100 (1), Recover HP of 1/20 dmg. from fire attacks 
(2), Recover HP of 1/20 dmg from earth attacks (2) 


SAINT'S STONE 
VAL 
WA 


VAG Me Treasure Chest, Shrine of Kaddan 


Cannot sell or synthesize 


OBTAINED 


COMMENTS 


Item Creation, Writing 
Cannot Synthesize 


Dropped Item, Super Nobleman 
Cannot Synthesize 


SPIRIT STONE 
VAL 
N/A 


Treasure Chest, Ruins of Barr 


Cannot sell or synthesize 


STONE OF EVIL 
VAL 
Stae,  TOPRR E 
tem Creation, Alchemy 
Alchemy; con improve factors through “Specify Plan 
Attack at your own risk (2) 


ltem Creation, Engineering 


[oem 
COMMENTS 


Cannot Synthesize 
N/A 


OBTAINED 


ORB OF FIRE 


Treasure Chest, Urssa Cave Temple 
Cannot sell or synthesize 


Treasure Chest, Urssa Cave Temple 
Connot sell or synthesize 
N/A 


POTION OF YOUTH (FAKE) 

ME Bie 2 
PEER BRING Sittin SE 
ltem Creation, Compounding 

Connot Synthesize. 


Item Creation, Alchemy 
Alchemy; can improve factors through “Specify Plan.” 
ATK +20 (1) 


Item Creation, Alchemy 
N/A 


Shoots balls of fire when attacking 


SHABBY TEXTBOOK 


Treasure Chest, Shrine of Kaddan 


Treasure Chest, Arkives 
Connot Synthesize. 


Raises Smithery success rate 


STAR RUBY 


Item Creation, Alchemy 
Alchemy; con improve factors through “Specify Plan 
+2 Battle Bonus Gauge increase (1) 


STRANGE BOOK 


ltem Creation, Writing 
Cannot Synthesize 


/h 


WATER ABSORPTION 


a | 
iets. a Re 
Treasure Chest, Sphere 211, 179 Level 
N/A 
Adds water defense (absorption) 


ORB OF FOE FINDING 
VAL 
8010 
Treasure Chest, Shrine of Kaddan 


Cannot Synthesize 
Widens enemy detection range on Minimap 


tem Creation, Alchemy 
Alchemy; con improve factors through “Specify Plan 
ATK +500 (1), Survive on Fury when incap (50% success) 


RAGGED BOOK 
VAL 


Item Creation, Writing 


Cannot Synthesize. 
N/A 


SAINT AMULET 


Sa 


Ta/N im Event, Shrine of Kaddan 
| COMMENTS: | Connot sell or synthesize 


SAPPHIRE 


lem Creation, Alchemy 
Alchemy; can improve factors through “Specify Plan.” 
DEF +10 (1) 


SHELL SAPPHIRE 
Item Creation, Alchemy 
N/A 
Freezing (attack effect) 


SPIRIT OF LILITH 


OBTAINED 
COMMENTS 


W/A 
Raises normal attack decision by 3 


Event, Fighting Arena 
N/A 
Emits balls of light when attacking 


SUNRISE DICTIONARY 


a ee 
Wl 


Treasure Chest, Moonbase 


OBTAINED 


Cannot sell or synthesize. 


TOME OF PROWESS 
a es | 
SEP: RR RAT 


Item Creation, Writing 


OBTAINED 


WATER DISCHARGE 


Item Creation, Writing 
N/A 


OBTAINED 


Adds water-based damage 


WATER FAERIE 
— eo 
i SS ae 


WATER GEM a ma HOMUNCULUS 
| OBTAINED | Treasure Chest, Sphere 211, 172 Level flee lem Creation, Alchemy 


| COMMENTS. | Cannot improve factors through “Specify Plan” before Synthesis N/A 


30% probability of breaking (2), Shoots powerful balls of ice Adds water-based damage 
when attacking, 1/2 Attack (2) 


WATER PIXIE 


UF \L iim Item Creation — 


OL Connor improve factors through “Specify Plan” before Synthesis 


ous a balls of ice when attacking, 50% probability of 
breaking (2) 


WATER SHIELDING 


| OBTAINED | Treasure Chest, Duggus Forest 
N/A 


Adds water defense (no damage) 


WIND FAERIE 
Treasure Chest, Sphere 211, 203 Level 


Connot improve factors through “Specify Plan” before Synthesis. 
p , 


WATER RESISTANCE 


tem Creation, Writing 
N/A 
Adds water defense (1/2 damage) 


WIND ABSORPTION 
| OBTAINED | Treasure Chest, Aquatic Garden, Surferio 


Adds wind defense (Absorption) 


30% probability of breaking (2), Shoot powerful balls of 
lightning when attacking, 1/2 Attack (2) 


WIND RESISTANCE 


| OBTAINED | Item Creation, Writing 
| FACTORS | Adds wind defense (1/2 damage) 


WIND HOMUNCULUS 


Item Creation, Alchemy | OBTAINED | Treasure Chest, Ruins of Barr 
“omens I 


| FACTORS | Shoots balls of lightning when attacking 
WORN-OUT TEXTBOOK 


Be Pe 
PPS DS ee Ea 
Treasure Chest, Spiral Tower 
| COMMENTS: | Cannot Synthesize. 
| FACTORS | Learn “Wide Area Homing” AAA 


Emits long-range shock waves when attacking, 50% probabil: 
ity of breaking (2) 


oman) Treasure —" Mountains of Barr 
| FACTORS. | Adds wind defense (No damage) 


MATERIALS 


These eight items are the materials that inventors use when improving equipment through the Specify Plan mode of Item Creation. They are located in 
a variety of places: inside treasure chests, dropped by enemies, or even sold in stores. The Synthesis Materials are the most valuable of the bunch. You 


can’t purchase them from a shop, but there are lots of them in the treasure chests inside Sphere 211! 


ALCHEMY MATERIALS 


: | OBTAINED | Shop, Maze of Tribulations 
| COMMENTS: | Used for Specify Plan mode in Item Creation 


)) COOKING INGREDIENTS 


a ; | OBTAINED | Shop, Airyglyph 
| COMMENTS. | Used for Specify Plan mode in Item Creation 


) SYNTHESIS MATERIALS 


x sei | OBTAINED | Treasure Chests, Sphere 211 
| COMMENTS: | Used for Specify Plan mode in Item Creation 


& 


CRAFTING MATERIALS 
| vA 
| OBTAINED | Shop, Maze of Tribulations 


Used for Specify Plan mode in Item Creation 


MACHINERY MATERIALS 
|__Val_| 
| OBTAINED | Shop, Maze of Tribulations 


Used for Specify Plan mode in Item Creation 
WRITING MATERIALS 
| OBTAINED | Shop, Maze of Tribulations 


Used for Specify Plan mode in Item Creation 


COMPOUNDING ELIXIRS 


| OBTAINED] Shop, Airyglyph 
| COMMENTS. | Used for Specify Plan mode in Item Creation 


SMITHERY MATERIALS 
| Va Sa | 


AEN Shop, Maze of Tribulations 
| COMMENTS: | Used for Specify Plan mode in Item Creation: 
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Weapons 


Accessories 


Useable Items 


Other Items 


Materials 


VALUABLES 


given away at random. 


Al PROGRAM 


Event, Sphere 211, 5 Level 


Y COMMENTS Get from the programmer Leiria. Use to reboot the mechan- 
icol soldier and Engineer, zak. Get from the programmer Leirio. Use to 
reboot the mechanical soldier and Engineer, Izok. 


) ANCIENT BOOK 1 


om Event, Surferio 


OIE Receive from Roger in Surferio if you decide 10 cooperate 
with him on the Treasure Hunt. 


ANCIENT BOOK 4 
LIE Event, Surferio 


CLOLLIE Receive from Roger in Surferio if you decide to cooperate 
with him on the Treasure Hunt 


ANCIENT BOOK 3 
Event, Surferio 


Coa Receive from Roger in Surferio if you decide to cooperate 
with him on the Treasure Hunt 


ANCIENT BOOK 7 


OITIE Receive from Roger in Surferio if you decide to cooperate 


with him on the Treasure Hunt 


ANCIENT BOOK 6 


Lac 
, os 
my Event, Surferio 
TILE Receive from Roger in Surfer if you decide to cooperate 
with him on the Treasure Hunt 


AUTHENTICATION DISK 


} kod Event, Arkives 


Disc given to Fayt by Flad. Used to access the Eternal 
i 


AQUA VEIL 


ome Treasure Chest, Ancient Ruins of Mosel 


| COMMENTS: | Eliminates the need to stop at oases for woter in the Mosel 
Dunes. 


COMPACT COMMUNICATOR 


, | exw | Event, Craftsman’s Guild in Peterny 


Device used by the Craftsman’s Guild to stay in touch with 


their members. 


COMMUNICATOR 


om Event, Grantier Resort Hotel 


| COMMENTS: | Standard communication and translation device used by 


Foyt and other members of the Federation and similarly advanced societies. 


® DRAGON’S CRANIUM 
LUTE Ruins of Barr 


KUEISY Explore the laboratory in the Ruins. Used in an event to 
open the sealed doorway to the Urssa Lava Cave. 


om Event, Duggus Forest 


KOS Defeat the Moonshadow Clan’s Chief. Required proof in 
Roger's “Tough Man” Contest. 


 CUPRITE KEY 


eo on Event, Kirlsa Training Facility, 3F 


KCTS (Get from Mayu, the Cook's daughter. Used to open the door 
to the Elevator room. 


DRAGON'S WINDPIPE 


Event, Mountains of Barr 


Cou Defeat the Blue Dragon Zombie. Use the Workshop in the 
Mountains of Borr area to turn this item into the Dragon Bone Flute. 


MAP OF MOSEL DUNES 


o Event, Passage from Parch to Plenty 


OLE Purchase from Old Man by entrance to Masel Dunes for 
10000 Fol. 


m) LETTER FROM KING OF AIRYGLYPH 
CURE Private Action: Costle Airyglyph 


A letter from Arzei, King of Airyglyph, to be delivered to 
Elena Frahm. 


m) PARACELSUS’S TABLE m) QUAD SCANNER 


Event, Grontier Resort Hotel 


Multi-use item that belongs to Fayt. 


Treasure Chest, Aquatic Garden, Surferio 


Bring 10 Welch Vineyard in Peterny. Used in conjunction with 
the Trading Cards to unlock the Versus Mode mini-game. 


The Valuables category includes all of the items that you procure throughout the game. These are items that can’t be sold, used in Item Creation, or 


ANCIENT BOOK 2 
OBTAINED SPR cy 


COMMENTS: | Receive from Roger in Surferio if you decide to cooperate 


with him on the Treasure Hunt 


») ANCIENT BOOK 5 
Event, Surferio 


Receive from Roger in Surferio if you decide 10 cooperate 


with him on the Treasure Hunt 


ANGEL ORB 


‘ om Event, Sphere 211, 211 Level 


Defeat the Ethereal Queen. Summons Freya when used in 


Crosell’s Lair inside the Ursso Lava Cave. 


BLUEPRINTS 


oman | Shop, Kirlsa, “tron Stomach” Tavern 


Purchase from Rumina for 5000 Fol if you successfully com- 
plete the series of Rumina and Ruddle Pas. 


my COPPER ORE 


, ome Event, Bequerel Mine 


CLIN Obtain in the mine after you defeat the Cockatrice boss 


3) DRAGON BONE FLUTE 


. Event, Mountains of Borr 


KEI forged from the Dragon’s Windpipe. Use on the Dragon 
Relief paintings in the Ruins of Barr. 


ey KEY TO BARRED DOOR 


: 


Event, Bequere! Mine 


® MUSIC BOX PARTS 
xy Event, Norton's Hideout 
Hidden in Norton's computer room, Used to fix Mena’s 


music box. 


; RABBIT EARS KEY 
“\ Event, Ursso Lava Cove 


Search behind the Robbit Statue. Used to open the locked 
door to Vanilla’s Workshop. 


RING OF DISINTEGRATION 
UNM Event, Ursso Lava Cave 


TIE Obtain from Vonilla after payment and retrieval of the 
Glowstone from Airyglyph Aqueducts. Used to disintegrate cracked walls 
ond other barriers. 


SECRET ROOM KEY 


Event, Maze of Tribulations, BS Level 


) TRADING CARD 3 


Spiral Tower, ILevel 


TRADING CARD EX2 
GS: Sphere 211, 3 Level 


) TRADING CARD EX5 
oo | 


Duggus Forest 


TRADING CARD EX8 
Sphere 211, 50 Level 


cco Unlocks Peppita’s 3P costume, 


iy TRADING CARD EX11 


Urssa Cove Temple 


OTIS Unlocks Fayt’s 4P Costume 


. ) TRADING CARD EX14 
J . ow | Maze of Tribulations, B7 Level 


KLE Unlocks Giff’s 4P costume. 


) TRADING CARD EX17 
Sphere 211, 109 Level 


COE Unlocks Roger's 4P costume. 


TRADING CARD EX20 
oe | Sphere 211, 173 Level 


Unlocks Mirage's 4P costume 


UNINSTALLER 


Event, Sphere 211, 5 Level 


CTL Obtain from the programmers in Sphere 211. Used to elimi- 


note the Creator’s minions in the Eternal Sphere. 


TRADING CARD 1 
— 
COMMENTS 
ey TRADING CARD 4 
g on Ancient Ruins of Mosel, B2 Level 


CLO Mirage becomes o playable character 


TRADING CARD EX3 
one Bequere! Mine 


CLO Unlocks Maria’s 3P costume. 


TRADING CARD EX6 
on Ancient Ruins of Mosel, B1 Level 


Unlocks Albel’s 3P costume. 


TRADING CARD EX9 
one Ursso Cove Temple 


KI Unlocks Adray’s 3° costume. 


TRADING CARD EX12 
onan | Ursso Lava Cove 


ULI Unlocks Sophia's 4P costume. 


TRADING CARD EX15 
B on Maze of Tribulations, B5 Level 


KOS Unlocks Net's 4P costume. 


TRADING CARD EX18 
Sphere 211, 140 Level 


LOLI Unlocks Peppita’s 4P costume. 


TRADING CARD EX21 
oman | Sphere 211, 188 Level 


KIS Unlocks Fayt’s SP and GP costumes, 


Event, Shrine of Kaddon, Final Areo 


Some | Divine artifact of the Church of Apris. Used to find and con- 
nect to Luther's private space in the Eternal Sphere. 


TRADING CARD 2 
ons Sphere 211, 5 Level 


KOIEIS Roger becomes a playable character. 


zs | TRADING CARD EX1 
Bal a ome Moonbase 


COSY Unlocks Fayr’s 3P costume. 


ry TRADING CARD EX4 
f| | ova Kirke Coverns 


KL Unlocks Cliff's 3° costume. 


TRADING CARD EX7 
Sphere 211, 16 Level 


ea 
LOE Unlocks Roger's 3P costume. 


_ TRADING CARD EX10 
‘ | onm Ursso Cove Temple 


IR Unlocks Mirage’s 3P costume. 


HA) TRADING CARD EX13 
Maze of Tribulations, B3 Level 


aaa Unlocks Maria's 4P costume. 


BD) TRADING CARD EX16 


Ruins of Coffir 


aa Unlocks Albel’s 4P Costume 


TRADING CARD EX19 
oe Sphere 211, 141 Level 


COE Unlocks Adray’s 4? costume. 


TRADING CARD EX22 
EE sii 


KL Unlocks Sophia’s SP and GP Costumes. 
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ENEMY DATA 


There ore 466 different enemies in Stor Ocean: Til the End of Time. This chopter provides comprehensive dota on ll of them, induding their cttock stots, locations, etc 


HOW TO READ THE ENEMY DATA ENTRIES 


‘ Enemy Name: The name given to the enemy in the game. 
1D @: Identification Number assigned to each enemy. This allows you to distinguish between enemies with 
! the seme name. 
Type: Designates whether the enemy is a Boss, Normal or both. 


Critical Hit Ratio: 


Support Skill Resistance: 


Percentage of the time that the enemy lands a Critical Hit during a physical attack. 
Percentage of time that the enemy resists the effect of a support skill like Silence, etc. 


Status Anomaly Resistance: 


Percentage of time that the enemy resists basic Status Anomaly [1.e. Poison, Freezing, etc.) 
attacks or the SA component of an attack. 


Instant Death Resistance: 


Percentage of the time that the enemy resists Instant Death-type effects like those from the item 
Miracle Power. 


L 


Resistance to Disintegration: 


Tells whether or not the enemy can resist the disintegration effect of items like the Ankh of 
Dismissal. This ts marked with a ¥ for yes or an XK for no. 


Speed: 7 


The enemy's basic speed of movement. This is graded on a letter scale from A to E. 


Casting Speed 


This shows the enemy's casting speed. It is graded on a letter scale from A to E. 


Defense 


Earth= @) water- € 


Fire= @) Wind= © 


This shows the ability of the enemy to defend against attack. It is graded on a letter scale from 
Ato E. 


This shows what type of resistance the enemy has to the four different elements: V = Vulnerable 
(enemy takes 2x the amount of damage); H = Half [enemy takes half the normal amount of damage); 

D = Drain (enemy recovers HP/MP equal to the normal amount of damage); A = Resistant [enemy takes 
no damage from the attack). 


re HP and MP: The enemy's Hit Points and Magic Points. 
EXP and FOL: The amount of experience and Fol you receive when you defeat this enemy. 
LV The enemy's experience level. 


ATK, DEF, AGL, HIT, INT 
Anti-Attack Aura Type: 


Drop Item: 


The enemy's Attack, Defense, Agility, Hit, Intelligence stats. 


The type of AAA the enemy uses, if any. 
The item(s) that the enemy might drop when defeated in battle. 


HP/MP Multiples: 


Multiply the HP and MP of the enemy with the multiples provided to get the enemy's HP/MP stats in 
Universe and 4D mode. 


~ Location: Main area in the game where you can find this enemy. 
~ Attack Name: Names of the enemy's Basic Attacks. 
Fury: Amount of Fury points consumed by the attack. 
Element: 


Elemental attribute of the attack, if any. The Elements are: Wa (Water); Wi (Wind); Fi (Fire); Ea (Earth). 


Attack Strength: 
Damage Type: 


Strength position of the attack. Either S (Strong) or W (Weak). 
Indicates whether the attack does HP damage, MP damage, or both. 


Down, Stun, Back: 


This denotes the likelihood that one of these conditions will result during the attack. For these 
fields, the following symbols are used: CC = High; C = Average; T = Low. 


Additional Effects: 


This lists any additional effects the attack might have like Poison, Fury Drain, etc. 


Special Attacks: 


These are the Special Attacks that the enemy knows and can use during the battle. Position of the 
attack is also given: S (Strong); W (Weak); Sp [Spell]; X (Special). Special indicates that the attack is 
not influenced by the target's guard. 
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TENTH ANNIVERSARY 


BradyGAMES published its first strategy guide in November of 1993, and every 
year since then, we've made great efforts to give you the best guides possible. 
Now celebrating our tot anniversary, we'd like to take this opportunity to say a 
few things and extend a special invitation to you—our readers. 


First of all, THANK YOU! Whether you’re a long-time customer, or this is your first 
BradyGAMES guide, we appreciate your support. We hope that our guides have 
enhanced your overall experience when playing games. These days, completing 
a game isn’t just about how quickly you finish. It’s about uncovering absolutely 
everything a game has to offer: side quests, mini-games, secret characters, and 
multiple endings just to name a few. That's what the TAKE YOUR GAME FURTHER® 
banner at the top of our guides is all about. 


Many games deserve more than just a standard strategy guide, and we recognize 
that. Our guides are produced with the highest quality standards and are tailored 
specifically for the games they cover. With the introduction of our Signature 
Series and Limited Edition guides, we raised the bar even higher. 


Now for the “invitation” part. Although we constantly challenge ourselves to 
improve our guides, we'd like your help too. You're formally invited to tell us what 
you think about our guides. Like something we do? Let us know. Think some- 
thing we've done is totally lame? Please let us know. We want your feedback no 
matter if it’s good, bad, or just plain ugly. You can write or e-mail us at the 
addresses below, and we will read what you send. Your opinions are important to 
us, and may influence the direction for our guides in the future. 


Write to: Send e-mail to: 
BradyGAMES feedback@bradygames.com 
800 E. 96th Street, 3rd Floor 

Indianapolis, IN 46240 


For now, we hope you enjoy this guide. Thanks again for choosing BradyGAMES. 
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Special Thanks a 
Everyone here on the BradyGames staff would like to extend a special thanks to 
folks at Enterbrain, who helped provide a lot of the information you'll find in thi guide. 
In particular, we need to thank ENTERBRAIN, INC., CHOP and Michel i. Thanks for all of, » 
your support! 


It takes the dedication of many talented people to ensure the accuracy of these strategy quides. 


It would not have been possible without the support of Mohammed A.C. : ; of 
to recognize Yutaka vee, 
ge oN 
ee : 


Cooperson, Jin Kimura, and Michiko Miyazaki of Square-Enix. We also 


Sano for his efforts and continued support. Thanks everyone 
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TESA Ti This two-sided foldout contains a complete reference chart of items 
that can be made through Original Creation. Every inventor in the 
game is included! It also details the intricacies of bonus dungeon 
Sphere 211. A complete set of maps is included, along with a 
comprehensive list of items available on all eight levels. This is 
a must-have for anyone who seeks to master this game! 


- @ COMPI FTF PRIVATE ACTIONS LIST 


A detailed breakdown of every Private Action in the game! Learn how these Private 
Actions and their accompanying Affection Points affect the game's multiple endings. 


| @ MINI-GAMES. STIR-OQUESTS & RONUS DIINGEONS 


Runic Chess, the Bunny Races, the Fighting Arena, Versus Mode, and a complete list of all 300 
Battle Trophies! Plus, detailed coverage of all three bonus dungeons: Aquatic Gardens of 
YY Surferio, Maze of Tribulations, and Sphere 211. It's all here! 
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-@ ITEM CREATION MODE FXPIAINED 
~ Learn how to create the most powerful weapons for each character. Vital inventor 
| information revealed, complete item creation tables, plus much more. 
| @ ITEMS & FOUIPMENT 
Comprehensive lists and statistics on weapons, armor, useable items, food, and valuables. 


e FNEMY DATA 


All-inclusive bestiary coverage, including special attacks, Hit Points, Magic Points, 
and enemy weaknesses. Over 450 entries listed! 


= @ AREA MAPS, BOSS STRATEGY, 
Ee © WATKTHROIIGH § MIICH MORE 


“ Fight through every location in the game, using our area maps to point the way. 
Utilize game-tested boss tactics to breeze through even the toughest battles. 
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